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VIDEO GAME WITH REPLACEABLE TILES
HAVING SELECTABLE PHYSICS

CROSS-REFERENCE TO RELATED
APPLICATIONS

This application is a continuation-in-part of U.S. applica-
tion Ser. No. 14/183,997, filed Feb. 19, 2014, which is a
continuation-in part of U.S. application Ser. No. 14/029,261,
filed Sep. 17, 2013; and a continuation-in-part of U.S. appli-
cation Ser. No. 14/029,538, filed Sep. 17, 2013, and is based
on, and claims priority to GB Application No. 1302910.3,
filed Feb. 19, 2013; GB Application No. 1311119.0, filed Jun.
21,2013; GB Application No. 1318416.3, filed Oct. 17,2013;
and GB Application No. 1401717.2, filed Jan. 31, 2014, the
entire content of each of which is fully incorporated herein by
reference.

FIELD OF THE INVENTION

The present invention relates to controlling a user interface
responsive to user engagement with displayed elements on
the interface of a computer device.

BACKGROUND OF THE INVENTION

In the field of computer-implemented games, there are
many technical challenges facing the designer of such games
when considering how the user interface is to be controlled in
the context of computer devices available to play the game.

One technical challenge can involve allowing a game to be
fun and compelling even when there is limited display
resource available, such as when a game is being played on a
smartphone, tablet or other minicomputer. Another signifi-
cant challenge is that of user engagement. Engagement
involves designing gameplay to be engaging and rewarding to
players. This typically requires games to be easily understood
at their simplest or introductory levels, providing rewarding
gameplay with quite simple game mechanics, but becoming
progressively more challenging so that players are not bored,
but remain engaged and develop rewarding skills. Effective
engagement requires various forms of feedback to reinforce
player sense of success and accomplishment.

An existing type of match-three game is a so-called
“switcher” game. A match-three game is a type of casual
puzzle game where the player is required to find patterns on a
seemingly chaotic board. The player then has to match three
or more of the same type of game element on the game board
and those matched elements will then disappear. In a switcher
game, the player switches place onto adjacent game elements
on the game board so that one or both of them create a chain
of at least three adjacent game elements of the same type.
Those matched game elements will then disappear. The game
board is then repopulated with game objects.

One such known match three-type game is known by the
trade name Candy Crush. In that game, the game board is
repopulated with game elements which are perceived as fall-
ing downwards onto the game board from the top edge of the
screen from which the game is played.

SUMMARY OF THE INVENTION

Aspects of the present invention provide improved meth-
ods of controlling a user interface in the context of a com-
puter-implemented game of the match three game-type. They
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2

provide a solution to the technical problem of user engage-
ment with a limited screen resource and/or improve user
engagement.

One aspect of the present invention provides a computer
device having a user interface configured to display user
actuatable game elements and to detect user input when a user
engages with a game element a processor configured to
receive a detected user input and on detecting a match game
condition to control the user interface to remove at least three
game elements from the display and to provide on the user
interface replacement user actuatable game elements,
wherein the manner of providing each replacement game
element has a graphical representation governed by a tile
associated with each game element, wherein each tile has a
selectable physics which controls at least one of (i) the direc-
tion in which it moves to replenish a vacancy left by the
removed user game elements; and (ii) the speed at which it
moves to replenish the vacancy.

In one embodiment of the game, the processor is config-
ured to select the physics for each tile based on user input at
the user interface.

The user input can be a deliberately generated user input to
alter the physics of tiles which would then govern how game
elements are replaced. Alternatively, the user input can form
part of the game play as discussed more fully in the following.

Inthe following described embodiments, the physics ofthe
tile which is adjusted as the direction in which a replacement
tiles moves. However, the speed at which a tile moves can also
be adjusted, either by deliberate user input or by player
involvement in the game. Thus, a tile can be replenished at
various speeds depending on how a player has played the
game. This is, the game element could arrive extremely
quickly, or could arrive more slowly associated with visual
animations of its arrival.

The processor may be configured to select physics for each
tile based on the location on the display at which the at least
three game elements are removed. That is, part of the dis-
played game board is replenished with game elements
according to one physics, and another part would be replen-
ished with game elements of another physics.

The computer device can comprise a graphics controller
which is connected to receive information for the processor
defining the graphical representation and to supply the
graphical representation to the user interface in the form of a
video sequence based on the physics of the tile. For example,
the game element can be perceived as falling downwards or
moving upwards.

The user interface can be configured to display each tile
with a visual indication of its selected physics, such as colour.

The user interface can be configured to display a separator
between tiles of a first physics and tiles of a second physics. In
this case, the displayed part of the game board may be shown
in two colours representing two different physics. In the
described embodiment, the tiles of the first physics movein a
direction replenish a vacancy downwards from an upper por-
tion of the screen, and tiles of the second physics move in the
direction to replenish a vacancy upwards from a lower portion
of'the screen. The lower part of the screen is purple referred to
herein as “lemonade”. It could be termed water or soda or any
fluid name. More generically, any highlighting nomenclature
could be utilised. In the lemonade, the tiles move upwards.
The selectable physics controls a direction in any orientation
of'the Cartesian or polar axes for replenishment of tiles from
an outer portion of a game board to an inner portion of a game
board. In one game mechanic, the user interface is configured
to display a balloon game element which alters the physics of
a set of displayed tiles when a match game condition of game
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elements associated with the balloon element is detected. The
balloon element does not need to take the form of a balloon—
any container type icon would be suitable, such as a bottle.
The balloon “bursts” and causes more game elements to have
the “lemonade” physics. Game elements are associated with
the balloon element by virtue of having a matching colour
with the balloon element. If a match for example, of red game
elements is detected, a red balloon will “burst”, increasing the
level of the “lemonade’: the separator will rise one or more
rows up the displayed parts of the game board. The tiles are
arranged in rows and columns in one version of the game. The
separator extends laterally across the game board between
two rows of lines.

In a grid-type arrangement, the set of tiles whose physics is
altered by the balloon game element is a row of tiles. Any
other kind of set could be chosen, e.g. three rows, top to
bottom, one column etc.

To visually demonstrate different physics to a user, the user
interface can be controlled by the processor to sequentially
apply a visual effect to sets of tiles, thereby indicating physics
of'the tiles. The visual effect can be a highlighting or shimmer
effect, wherein game elements are temporarily enlarged and/
or brightened.

In a grid arrangement, the visual effect is sequentially
applied to adjacent rows. To distinguish different game phys-
ics, the visual effect is applied in a first direction in a set of
rows above the separator and not in a set of rows below the
separator.

In one version of the game, the number of replacement
game elements is the same as the number of game elements in
the match condition. However, the number could be differ-
ent—the location of a spawner can be set to replenish vacan-
cies according to selected tile physics.

In a particularly distinctive optional feature, a game board
of'the game elements is generated by the processor, but only
a portion of the game board is displayed to a user, with
subsequent portions of the game board being displayed as a
result of a scrolling action displayed on the user interface.

Another aspect of the invention provides user interface
responsive to user engagement with displayed game elements
on the interface, the method comprising the following steps
implemented by a processor of a computer device; detecting
a match game condition of at least three game elements
responsive to user input; generating replacement game ele-
ments to be displayed, each game element associated with a
tile; selecting a physics for each tile; controlling a graphical
representation on the user interface of replacing the game
element based on the selected tile physics, wherein the tile
physics controls at least one of (i) the direction in which it
moves to replenish the vacancy left by the removed game
elements; and (ii) the speed at which it moves to replenish the
vacancy.

In a grid-type arrangement, the user interface displays a
game board of game elements in rows, and wherein there is a
visual indication of the tile physics associated with each tile in
arow. All tiles in the same row have the same physics. Where
aseparator is displayed on the user interface between adjacent
rows of differing tile physics, the location of the separator on
the game board can be adjusted by user input which causes the
“balloon” elements to be actuated thereby increasing the
number of tiles below the separator.

In one game mechanic, a game character is displayed on a
tile having a first kind of physics, and movement of that
character over the game board is affected by the tile physics of
the set of tiles surrounding the game character. For example,
the character moves up in the “lemonade” as game elements
above him are removed. A target row is identified on the
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4

display (for example, with visual targets such as rubber rings)
and one game objective is to cause the game character to
move up to the target row.

Where the full game board is not displayed on the user
interface, a portion of the game board is displayed on the user
interface, the displayed portion varying as a result of a scroll-
ing action to display different portions of the game board on
the display.

When a first portion of the game board is displayed on the
display the target row is not visible to a player, and wherein
when a second portion of the game board is displayed on the
display as a result of said scrolling action, the target row
comes into view of the player.

Another aspect of the invention provides a computer device
having: a user interface configured to generate a game board
having game elements for display for engagement by a user;
and a processor configured to control the user interface
responsive to user engagement with the game element to
remove from the display game elements on detection of a
match game condition and to provide replacement game ele-
ments on the display, wherein a portion of the game board is
displayed, including the replacement game elements, said
portion being controlled to change by a scrolling action
whereby enabling portion of the game board is newly dis-
played and a previously displayed portion of the game board
is removed from the display.

Another aspect provides a method of controlling a user
interface in a computer device to show a portion of a match
three game board and to scroll the game board to show dif-
ferent portions responsive to user input at the user interface to
detect and activate matched game elements.

Another embodiment provides a computer device having: a
user interface configured to display user game elements and
to detect user input when a user engages with a game element;
and a processor configured to receive a detected user input
and on detecting a game condition to control the user interface
to provide a graphical representation of one or more game
elements, wherein movement of one or more game elements
is controlled by a selectable physics which controls the direc-
tion in which it moves.

Another embodiment provides a computer implemented
method of controlling a user interface responsive to user
engagement with displayed game elements on the interface,
the method comprising the following steps implemented by a
processor of a computer device;

detecting a game condition responsive to user input;

generating game elements to be displayed;

selecting a physics; and

controlling a graphical representation on the user interface
of one or more game elements, wherein movement of one or
more game elements is controlled by said selectable physics
which controls the direction in which it moves.

A further aspect provides computer program products for
implementing the afore-defined methods.

BRIEF DESCRIPTION OF THE DRAWINGS

For a better understanding of the present invention and to
show how the same may be carried into effect, reference will
now be made by way of example to the accompanying draw-
ings in which:

FIG. 1 is a schematic diagram of a game board of an
existing version of a match three game;

FIG. 2 is a schematic diagram illustrating how a game
board is repopulated with replacement game elements;

FIG. 3 is a flow chart indicating the operation of the
replacement of FIG. 2;
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FIG. 4is an illustration of a scrolling-type game board with
visual indication of different tile physics;

FIGS. 5 and 6 are diagrams illustrating actuation of a
balloon element;

FIG. 7 is an illustration of the successful completion of a
game level wherein a character reaches a target row;

FIGS. 8a and 85 illustrate operation of a scrolling game
board;

FIG.9is a flow chart illustrating a method of controlling an
interface for the scrolling game board;

FIGS.10a,105,10c and 11 are diagrams illustrating opera-
tion of a manually operated sidekick;

FIGS. 12 and 13 are diagrams illustrating operation of a
novel game element;

FIGS. 14 and 15 illustrate a novel game mechanic of swap-
ping a multi-coloured booster with a wrapped game element;

FIG. 16a is a diagrammatic representation of tiles with
different physics (up and down);

FIG. 1654 is a diagrammatic representation of tiles with
different physics (sideways);

FIG. 16c¢ illustrates a data structure for managing the file
physics;

FIG. 17 is a schematic diagram of a computer device;

FIG. 18 is a schematic architecture diagram of a context in
which a computer device can be utilised to play the game;

FIG. 19 shows different match possibilities; and

FIGS. 20 and 21 show replacement tiles with sideways
physics;

FIG. 22 shows a novel feature objective with chocolate
blockers;

FIG. 23 shows an implementation of a novel game mode;

FIG. 24 shows one implementation of a novel game mode;

FIG. 25 shows one implementation of a novel game mode;

FIG. 26 shows an alternative implementation of the flow of
falling game elements; and

FIG. 27 shows an alternative implementation of the flow of
falling game elements.

DESCRIPTION OF PREFERRED
EMBODIMENTS

The terms user and player are used interchangeably
throughout this document and no specific meaning is
intended using one or the other unless the context suggests
otherwise.

In the following description of various implementations of
the invention, reference is made to the accompanying draw-
ings which form a part thereof, and in which is shown by way
ofillustration various implementations in which the invention
may be utilized. It is to be understood that other implemen-
tations may be utilized, and structural and functional modifi-
cations may be made without departing from the scope of the
present invention.

FIG. 1 shows a display of a known version of a match 3
switches game called Candy Crush Saga™. FIG. 1 illustrates
a game board 2 with a plurality of game elements 20. The
game elements are each of six different shapes and colours.
Each game element is supported by a tile 22. The tiles are not
readily visible to a player of the game—the game elements
are the main focus for a player. However, the tiles govern
characteristics of the game elements which are visible to a
player as will be described in more detail later.

In the known version of the match 3 switcher game, the aim
of'the game is to swap game elements in the shape of candies
with each other to make moves on the game board. To gain
points the player has to make moves that create matches of at
least three of the same candy. In doing so, the player gains
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points and the matched candies are removed. As a result new
candies fall into place from the top of the game board in order
to fill any spaces created. Assume in FIG. 1 that game element
20c¢ is moved one place to the right to form a three-line match
with game elements 20a and 2056. Turning now to FIG. 2, this
has the effect of game board elements 20a, 206 and 20c
“disappearing”, creating a visual effect (animation) on the
screen to indicate the disappearance, such as a minimal explo-
sion effect denoted 24 in FIG. 2. The two game elements
which were directly above game elements 20a will now fall
downwards into the spaces created by the removal of game
elements 20a, 206 and 20c¢. Thus, game element 20e will end
up at the location of'tile 22¢, and game element 204 will end
up at the location of tile 225. In addition, three new tiles with
game elements are “created” and fall downwards into the
game board to fill the remaining three spaces above tile 225.
The game elements on the newly created tiles which fall
downwards into the game board are generated at random. The
user then has a new game board on which to play a subsequent
move. FIG. 3 is a flow chart illustrating a process imple-
mented by software in a processor for executing the basic
game mechanic just discussed. At step S1 the input made by
a player on the screen is analysed. At step S2 the game rules
are applied to see whether or not at least a three-element
match has been created. If it has not, at step S3, the screen
indicates an illegal move to a user, and the player must try
again. If a match has been detected, at step S4 an appropriate
visual effect is generated for the display to denote the match
and the disappearance of the game elements which have been
matched. At step S5, new game elements are generated for the
display, these game elements falling downwards to fill up the
display from the top. The so-called physics of the tile on
generation of a new game board after each move is always the
same in the existing version of the game called Candy Crush.
That is, tiles drop down from above the game board at a set
speed.
Tile Physics

In an improved version of the game described herein, the
physics of each individual tile can be altered based on the
game play of a user, or based on an instruction from the game
software. Both the speed at which the tile can move, and the
direction in which it can move can be governed by play of the
game. FIG. 4 illustrates a game board of one embodiment of
the present invention. The game board has two sections which
are divided by a dividing line 40. In the upper section, the
game mechanic is as just described with respect to FIG. 1. If
amatch is made, the game elements are removed and replace-
ment tiles with associated game elements fall down from the
top of the screen into the new game board. However, if game
elements are matched and thus removed from an area below
the dividing line 40, then game elements arrive to create a new
game board from below the screen in the direction of arrow 42
in FIG. 4. Thus, the physics of the tile below the dividing line
40 is such that there is an upward movement to complete the
display, rather than a downward movement in the upper sec-
tion. The physics of the tile is governed by the location of the
tile vis-a-vis the dividing line 40. This dividing line is visible
to a player as a result of having tiles above the dividing line of
one colour, and tiles below the dividing line of another colour.
Thetiles below the dividing line form a continual background
which is referred to in the game as “lemonade”. This is just a
denotation of a continuous colour formed by the tiles below
the dividing line 40. Game elements cannot fall into the
“lemonade” from above the dividing line. The dividing line
40 represents a barrier to game elements moving further
either upwards or downwards.
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Game Character Release

Players can control the location of the dividing line 40 with
respect to the displayed area of the game board. That is, they
can move the dividing line 40 upwards on the screen in
accordance with a particular game mechanic involving the
bursting of balloon-shaped game elements. FIG. 5 illustrates
this game mechanic. A balloon 50 has arrived on the game
board and is thus available for bursting. In order to burst the
balloon, a match of game board elements of the same colour
as the balloon needs to be formed. In this case, an L.-shaped
match of red elements is shown as having been made on the
left-hand corner of the display at 52. This match has been
shown with a visual effect on the screen, and these game
elements will thus disappear. This is shown in FIG. 6 where
the balloon 50 has now burst, the game elements of the match
52 have disappeared and the level of the “lemonade’ has now
risen. Thus the dividing line 40 is now in a new location one
row above its earlier location in FIG. 5. The movement is
denoted by arrow 43 in FIG. 5. In this way, a player can
influence the number of'tiles which have an altered physics, in
this case, the number of tiles which have a physics to cause
them to replenish the game board moving upwardly from
below the screen as opposed to downwardly from above the
screen: see FIG. 16a.

In an alternative embodiment shown in FIGS. 1654, 20 and
21, game elements move in from the side to replace matched
game elements. FIG. 20 shows five game elements moving
from the left-hand side as new replacement elements.

FIG. 16c¢ illustrates a data structure for managing the tile
physics, and schematically illustrates the interrelation
between the data structure 1603 and a rendering engine 1600
of'the graphics controller 180. The graphics controller 180 is
illustrated in FIG. 17. The data structure 1603 can be held in
any suitable storage circuitry, such as illustrated by memory
174 in FIG. 17. The rendering engine 1600 drives the display
on a user interface 1602 which receives the video output from
the graphics controller 180 illustrated in FIG. 17.

As mentioned, activity at the user interface 1602 can alter
tile physics. The data structure 1603 is responsible for man-
aging how replacement tiles are delivered to the user inter-
face. Each tile has a tile ID 1605. The tile ID 1605 can define
the location on the user interface where the tile is to be
replenished, that is governed by the vacancy which has been
released by gameplay. This allows the rendering engine 1600
to generate that tile at an appropriate location on the user
interface display 1602. Each tile ID 1605 is associated with
tile data 1607 which defines how the tile is to be displayed,
that is what game element it has associated with it, and
whether it has any “blockers™ in addition to or instead of a
game element, or any foreground or background. Different
alternatives for blockers, foreground and background are dis-
cussed later.

In addition to tile data, the tile physics 1609 is also stored
in association with a tile identifier. The tile physics can be
modified for a particular tile based on activity at the user
interface 1602. Thus, after each gameplay, the tile identifier,
which defines the location at which the tile is to be replen-
ished, can have different tile physics associated with it, as
modified by activity at the user interface 1602. The modified
tile physics is stored in the data structure 1603 so that at the
next gameplay the appropriate tile physics is utilised to
replenish that particular tile when the vacancy arises.

As the level of the “lemonade” moves by virtue of activity
at the user interface, the tile physics associated with all tiles
which are affected by the movement of the level are altered in
the data structure 1603.
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In the embodiments described above, the physics of the
tiles are predetermined by the game software in dependence
on the location of the tile on the screen (in particular as to
whether or not it is in the “lemonade”). However, players can
use boosters and/or sidekicks to alter the physics of tiles in a
more general way. For example, a sidekick can be provided
which when enabled changes the physics of some or all of the
tiles. The tiles of whom the physics is changed can be prese-
lected or determined by a user, or the result of game play.

In the embodiments described above, altering the physics
of a tile can change the speed or direction with which the
game element can fill vacancies left by “matched” game
elements. In an alternative embodiment, the physics of a tile
could affect how game elements bounce off one another.

One game objective will now be discussed with reference
to FIGS. 4 and 7. FIG. 4 illustrates across the screen a row of
rubber rings 44. There is also illustrated a teddy bear 46. The
requirement to complete this level is to release the teddy bear
46 from its bubble. This can be achieved by raising the level
40 of the lemonade to the row which contains the rubber ring
44. The “reverse gravity” effect of the game tiles in the lem-
onade enables the player to bring the bear up to the rubber
rings. That is, if the bear was formerly below game elements,
a match of those game elements would cause them to disap-
pear and the bear 46 would thus move upwardly towards the
rubber rings. In FIG. 4, it is shown in the row immediately
below the rubber rings. In FIG. 7, it is shown in capture by the
rubber rings 44 and thus being released from its bubble. The
transition between FIG. 4 and FIG. 7 has been achieved by
swapping game element 20/ with element 20g. FIG. 4 shows
the gameboard 42 immediately after the player has provided
the input to produce this swap. The game element 20f is
moving to occupy the position above the level 40 where a row
of three green elements will be formed. One of the green
elements of this row 20/ is a balloon, the matching of which
will lead to a rise in the level 40. FIG. 7 shows the gameboard
42 after the level rise has occurred. The bear has risen up the
gameboard to encounter the rubber rings and be removed
from the gameboard. A record of the removal of the bear is
made at bear icon on the left-hand side of the screen 48. This
icon 48 denotes that there may be more than one bear avail-
able to a player on any particular game board.

The game software is programmed to visually indicate to a
player the physics of the tile by a shimmering or “Mexican
wave” effect. Highlight could involve briefly enlarging or
brightening game elements in the row. That is, the rows of the
tiles above the dividing line 40 are each highlighted in
sequence, so as to illustrate that game elements fall down-
wardly to the dividing line. Conversely, rows of game ele-
ments below the dividing line are briefly highlighted in a
reverse sequence indicating that game elements arrive
upwardly below the dividing line. Alternatively, no highlight-
ing can take place in the lemonade.

Scrolling Game Board

Another aspect of the present invention pertains to the
manner in which the game elements are displayed as a game
board. In the known version of the three-match game known
as Candy Crush, the game board has a fixed size (in FIG. 1;
8x5 elements), and is replenished to the fixed size by game
elements falling downwardly. The fixed size does not need to
be 8x5 or indeed a matrix, but in the known game it is a fixed
size. According to an embodiment of the present invention,
there is instead a scrolling version of the screen illustrated in
FIGS. 8a and 8b. Note that in FIG. 8a there are two rows R1
and R2 illustrated at the bottom of the display, and note that
the dividing line 40 occurs six rows above the bottom of the
display. Above the dividing line there are three visible rows.
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Consider now FIG. 86 where the screen has scrolled
upwardly, so that a user can now not see two R1 and can only
see the upper half of row R2 at the bottom of the screen.
However, an additional row R3 has now appeared at the top of
the screen and half of a further row R4 with the rubber rings
has also appeared at the top of the screen. This allows a user
to see how progress is being made of the lemonade to bring
the teddy bear character 46 up to engagement with the rubber
ring 44. The effect of this is that the game board appears to
move downwards relative to the background once the lemon-
ade appears to be over halfway up the visible game board,
allowing a player to see the level of rubber rings which they
must reach, and which was not in immediate view when the
player started the game.

One aim of the scrolling is to follow the bear character 46
as though he is being followed by a camera. This improves
user engagement and interest in following the fate of the
character as it moves towards the target. Other modes of
moving the camera are available. It is possible to move in any
direction in the two dimensional screen and to control the
camera to centre on any particular tile based on a predeter-
mined condition. For example, a condition could have the
following components: same state; goal met; user input;
booster. In some embodiments, user input can thus determine
which character or tile to centre the camera view of the screen.

FIG. 9 is a flow chart illustrating the steps taken by the
software executed by a processor in delivering the game
mechanics discussed above. In Step S90 the user input is
received at the processor from the user input device and
analysed. In Step S92 the game rules are applied and it is
determined whether or not a match has been detected. If it has
not then at Step S94 the screen indicates an illegal move. If it
has, then the procedure flows to step S96 to generate a visual
effect to the display to indicate a match. In addition, at step
S96 the location of the match is detected, that is, whether it is
above or below the dividing line 40. At step S98 the tile
physics is identified based on the location (tile fall down or
tile rise up). At step S100 new game elements are generated
for the display and arrive on the display using the tile physics
identified in Step S98. When generating the game elements
for the display, both the game element and the underlying tile
colour are generated in dependence on where the tile is to be
located (above or below the dividing line), which in turn
depending on where the match was created. At step S102, the
location of the bear character is detected to ascertain whether
ornot a scroll of the screen is required. If no scroll is required
then at step S104 the screen view remains fixed. [f however, a
scroll of the screen is required then at step S106 the screen
display is scrolled to show new rows of game elements to the
player. The scroll of the screen is intended to keep the char-
acter at a centred location.

Sidekick

FIGS. 104, 105, 10¢ and 11 illustrate operation of a side-
kick in a match 3 switcher game. The sidekick is denoted by
reference numeral 100 and has an animated character within
a frame 102. The animated character can for example be a
frog. A charge bar 104 can be visually charged by game
activity. That is, a colour bar can move from left to right
indicating the degree of charge of the sidekick 100. The
change bar is changed by matching candies of a certain
colour, for example, blue. In FIG. 10a, candy 20g has been
moved to a 3-match location, causing the removal of candies
20s, 204, 20i (see FIG. 105) and a corresponding increase in
change of the charge bar 104, represented by an animated
effect seen in FIG. 105. When the sidekick is fully charged as
shown in FIG. 11, it can be activated by a user (by touch or
mouse, etc.) and the effect is that the character, such as the
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frog 103 jumps out of the frame 102 and destroys all candies
of the same colour as the sidekick. For example, in one
embodiment the frog is yellow and the frog leaps on to the
board and destroys all yellow candies.

Chocolate Removal

FIG. 22 illustrates chocolate blockers at 110. The concept
of blockers in a match 3 switcher game is described later. A
novel game objective is to destroy all of the chocolate blocks
on the game board. This differs from the existing version of
Candy Crush, where no such game objective exists.
Uncover Jelly Bears

In the known version of Candy Crush Saga, some levels
have special game elements known as jelly blocks’. As will
be described later, jelly blocks are placed on game tiles under-
neath game elements. A jelly block can be removed by per-
forming a match on the tile on which it is located. FIG. 23
shows a gameboard having jelly blocks placed over it. On the
gameboard there are tiles with jellies 231 and tiles without
232.

FIG. 24 shows the gameboard of FIG. 23 at a later point in
time after several of the jelly blocks in the top of the screen
have been removed. Revealed behind the removed jelly
blocks are a further pair of game objects 241qa, 2415 each
occupying several tiles. In one embodiment, these game
objects 241a, 2415 may take the form of jelly bears.

One novel game objective that may be presented to the
player may beto collect all of these jelly bears by removing all
of the jelly blocks covering them. FIG. 25 shows the game-
board after all of the jelly blocks that were covering the jelly
bear 2415 have been removed. Consequently, the jelly bear
2415 is no longer present on the gameboard, and the value of
the counter 251 has increased by one. To successfully com-
plete the level, the player must remove all of the jelly bears
from the gameboard. There is, therefore, no need for all of the
jelly blocks to be removed, as in previous implementations of
the game, but only those that cover the jelly bears.
Colouring Candy Booster

The concept of booster is described later. FIGS. 12 and 13
illustrate a novel booster in the form of colouring candy. The
colouring candy looks like a sweet inside a bubble as illus-
trated for example at 120 in FIG. 12. In FIG. 12 the sweet is
an orange sweet. Swapping a colouring candy with one of its
adjacent neighbours will cause all occurrences of that neigh-
bour to change into the colour of the colouring candy. For
example, swapping the orange colouring candy 120 with a
purple candy such as 124 will cause all instances of the purple
candy all denoted 124 in FIG. 12 to change into orange
candies as illustrated at 126 in FIG. 13.

Swapping Wrapped Candy

According to another embodiment of the invention, a new
dynamic is introduced when a colour bomb is swapped with
a wrapped candy. This has the effect of destroying all the
candy on that level. See, for example, FIG. 14 where a colour
bomb is denoted 140 and a wrapped candy adjacent it 142.
FIG. 15 illustrates the effect of swapping the colour bomb 140
with the wrapped candy 142. FIG. 15 also illustrates the
numerical scores that result from the destruction of the can-
dies.

Description of Architecture

FIG. 17 shows a schematic picture of a computing device,
containing a Central Processing Unit 172 and Memory 174.
The CPU 172 acts according to input given from input devices
170, such as a keyboard, mouse or touchscreen via input parts
176. Computer BUS 178 is used to communicate, both
between input devices and the CPU, but also between differ-
ent controllers within the computer device, such as a graphics
controller 180 and a network controller. These controllers in
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turn communicate with external devices, such as a monitor for
video output with which the graphics controller communi-
cates, and the network controller communicates with for
instance the internet, through wireless or wired connections.
A user can interact with the computing device through input
devices, such as a pointing device (e.g. a mouse) and a key-
board. The flow diagrams of FIGS. 3 and 9 are implemented
in software executed by the CPU 172, that can be stored in
memory 174. The output screens are supplied to graphics
controller 180 for supplying game video output to a user
display 1602 (FIG. 16¢).

FIG. 18 portrays an exemplary overall environment in
which the present invention can be utilized. A virtual game is
stored on for instance a game server 210. The virtual game is
to be played on a client device, such as a computer 240, 250
or a smartphone or other handheld device 260. The client
device can also be akiosk, arcade gaming station, smart TV or
other device with computing capabilities, input devices and a
screen that can present the game to a user. The client device
communicates with a game server 210 and a social network
server 230, for instance through the Internet 220 or other
network. It should be understood that the social network 230
and the game server 210 does not have to be located in
different places, they could be on the same server or on a
plurality of servers located in different locations. An environ-
ment where the invention may be implemented is described in
PCT/EP2013/060641 which is hereby incorporated by refer-
ence.

People skilled in the art will understand that other devices
than the exemplary ones listed can be also be used without
departing from the spirit and scope of the invention.

The techniques described in this patent can be deployed in
many different gameplay architectures. For example, a com-
puter game can be implemented as a computer program that is
stored and runs entirely locally on the processor of a PC,
games console, tablet or mobile telephone or other computing
device. The game can be implemented solely as a computer
program that is stored and runs entirely on one of many
processors in a remote server, and data streams or updates are
supplied to the client device (e.g. tablet, smartphone etc.) to
enable the client to render and display graphics and sounds;
this ‘web services’ approach is increasingly common.

Another approach is a hybrid one, in which back-end serv-
ers handle some elements of the gameplay, and for instance a
Java game applet is provided to client devices and it is the
locally running Java applet that generates the graphics/
sounds/user interaction for gameplay on the player’s client
device. Some data may be fed back to the back-end servers to
enable scoring, interaction with other players and cross-plat-
form synchronisation. Generally, the techniques described in
this specification are not specific to any one game architecture
but can be deployed on any suitable game architecture.

The game can be implemented allowing a user to interact
with it in different ways depending on the capabilities of the
device which the user is accessing the game with. A user can
interact with the game through using a touch screen where the
user can select and/or move elements on the game board with
a finger or for instance with a stylus. The game can also be
played with a pointing device such as a mouse or other inter-
action devices such as a keyboard.

Mobile devices may have a touch screen interface where
the player can interact with the game using a finger or a
pointing device such as a stylus. Some mobile devices have
hard keys that complement the touch screen interface. Such
hard keys may be in the form of a button or in the form of a
joystick type of interaction.
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Over the course of players playing the game, data will be
produced. This data can for instance be related to a player’s
game performance or to game information related to a social
network to which the game is connected. It is possible to
gather this data, store it and make use of it for instance to
improve the game. One example is by using a database to
store the amount of times players try and fail a level on
average. This data can then be reviewed, and if the players
seem to fail a substantial amount of times before completing
a level, the difficulty can be adjusted accordingly. The diffi-
culty can be adjusted through changing a score target for the
level, increasing the available time or moves or giving the
player for instance a booster to enhance the gameplay.

There can be certain performance indicators used to mea-
sure the success of the game. These indicators can for instance
relate to player retention, the virality of the game and the
revenue of the game.

A person skilled in the art will realise that the different
approaches to implementing the game is not exhaustive, what
is described herein are certain preferred embodiments. It is
possible to implement the way in a number of variations
without departing from the spirit or scope of the invention.

The terms user and player are used interchangeably
throughout this document and no specific meaning is
intended using one or the other unless the context suggests
otherwise.

Match 3 Switcher Game

The following description describes additional game com-
ponents of match 3 switcher games. The person skilled in the
art will understand that there are many other ways the present
ideas can be implemented and the description is not limited to
only one implementation. The following features can be used
in combination with any of the aforesaid novel game compo-
nents.

GLOSSARY/TERMS

Game board: The area where the matching and swapping of
elements occur: Note that the entire game board is not visible
to a player but can be scrolled to change the player view.

Game elements: All elements that appear on the game
board.

Standard game elements: These are the six basic candies
used for making switches and colour matches on the game
board. Compared to special game elements, the standard
game elements have no extra properties or behaviour, they are
only used to make colour combinations or to create new
special game eclements.

Ingredients: Game elements that are included in levels
where one of the goals to complete the level is to bring down
ingredient elements to the bottom of the game board.

Jelly block: A game element that is placed underneath
other game elements and need one or two matches on top of
them to disappear.

Special game elements: All elements that appear on the
game board and which have specific behaviours and proper-
ties.

Striped candy: A special candy with a line blast effect
which means it removes one row or one column.

Line blast: An effect which removes one row or one col-
umn.

Moves & Score Level: In this game mode you have a
limited number of switches before running out of moves. If
you have not reached the score required to earn at least 1 Star,
then you will fail the level.

Jelly Level: In this game mode the game board behind the
candy is covered in jelly. Remove the jelly by matching candy
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ontop ofthe jelly. If you fail to remove all jelly before running
out of moves then you will fail the level.

Ingredients Level: In this game mode, ingredients will
appear on the game board. Collect these ingredients by bring-
ing them to their delivery point. On the side of the board you
will see a recipe of how many ingredients you need to collect.
If you do not bring down all the ingredients before running
out of moves then you will fail the level.

Time Limited Level: In this game mode there is a time
limit. If you have not reached the score required to earn at
least 1 Star when the time runs out, then you will fail the level.

Candy Order level: In this game mode, you are tasked with
collecting a number of candies. This is done by removing the
wanted candies. If you have not collected all the wanted
candies before running out of moves then you will fail the
level.

Bomb element: a candy in wrapped paper which removes
candies in a 3x3 square area.

Wrapped candy: a candy in wrapped paper which removes
candies in a 3x3 square area.

Colour Bomb Removes all candies of the colour it is being
swapped with.

Booster: Something that enhances the gameplay and that
supports, assists, or increases power or effectiveness.

Blocker: Special game eclements that are unswappable,
need 1 or more matches next to them to disappear and are in
the way for falling candies.

Candy Crush Saga™ by the games developer King™ is a
game belonging to the match-3 category of games. This
means that the core basic of the game is to match three or more
game elements sharing the same colour with each other. In
Candy Crush Saga, these game elements are implemented as
candies. FIG. 1 and FIG. 2 shows one implementation of the
first level in Candy Crush Saga™ where candies have to be
matched to complete the level.

Rules
Basic Moves and Combinations
Moves

To play game elements in the shape of candies are swapped
with each other to make moves on a game board. To gain
points the player has to make moves that create matches of at
least three of the same candy. In doing so, the player gains
points and the matched candies are removed. As a result, new
candies populate the game board in order to fill any empty
spaces created. The game board is populated depending on
the physics of a tile associated with each game element. For
all candies that are removed on the game board, points are
always shown in the same colour as the candy that was
removed, for example three red candies will show red points,
green candies green points and so on. If a blocker element
would be removed then the points shown would be in the
same colour as the candies from the match that removed it.

Only swapping moves that will create at least one combi-
nation of at least three game elements of the same type are
allowed.

Limited Number of Moves

A typical game mode of Candy Crush Saga provides the
player with a limited number of moves to reach the level
target.

In some implementations additional moves can be earned
by good gameplay.

The Game Board

The game board is a scrolling game board. The display
displays a grid of square tiles, each with a game element,
showing a portion of the level being played (see FIGS. 5 and
6).
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Different Goals to Complete Levels

To add more diversity and make Candy Crush Saga™ a
more dynamic game, players have to fulfil different criteria in
order to complete different levels; these are referred to as
goals. Each level always has one or more goals that have to be
fulfilled in order to complete that level.
Reach a Set Score Before Running Out of Moves

One of Candy Crush Saga’s most common goals is to
collect a certain amount of points before running out of
moves. The points are collected through making matching
combinations on the game board. The smarter combinations
made, the more points.
Reach a Set Score Before Running Out of Time

Candy Crush Saga also has timed levels. The goal that
needs to be fulfilled on these levels is to collect a certain
amount of points before time runs out. The smarter combina-
tions made, the more points.
Bring Down Ingredients

Some levels are referred to as Ingredients levels. The Ingre-
dients levels have two goals which need to be fulfilled in order
to complete the level:

The player has to reach a certain target score before run-
ning out of moves.

The player has to bring down a certain number of so-called
ingredients to the bottom of the game board before run-
ning out of moves. When the ingredients reach the bot-
tom of the game board they disappear and candies above
them take their place. Ingredients are game elements
shaped as fruits or nuts and only exist for this specific
goal. They are not matchable with other game elements
but they can be switched with other game elements.

Clear Jelly

One of the most frequent set of goals in Candy Crush Saga
is the one used for levels that contain Jelly blocks. Jelly blocks
are game elements that are found underneath other game
elements and need one or two matches on top of them to
disappear (See description elsewhere). The goals that need to
be fulfilled on levels with Jelly blocks are:
Reach target score before running out of moves (as
described elsewhere)
Remove all jelly blocks before running out of moves
Collect Certain Elements

Another type of level Candy Crush Saga has introduced to
their variety of game modes is a so-called Order level. Order
levels have two goals:

Reach target score before running out of moves (as
described elsewhere).

Collect certain amount of candies through specific matches
as well as achieving hard to make combos specified on
the level played.

Balance Mode

In this game mode, players are required to collect an even
amount of two colours of candies to complete the level. The
level goal can be indicated with a scale where the two differ-
ent types of candies to be collected are placed on either side.
When the count is unbalanced, one side of a scale starts
tipping, the bigger the difference the faster it tips. If one end
touches bottom level has failed. Score is given to the player
based on the number of moves it takes to collect the required
amount of the two colours.
Crescendo Mode

The goal of this game mode is to light up all squares/cells
on the game board. In some implementations, the require-
ment to light up a cell is to combine a candy that is in that cell.
In other implementations, the player has to combine multiple
candies in the same cell before it lights up.
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Digging Mode

In this game mode, players are required to combine candies
in cells adjacent to blockers in order to ‘dig’ down in the level.
When digging, the player can uncover objects that are cov-
ered initially.

Multiple Game Modes

All of the game modes described herein can also be used in
any combination with one another. For instance, the require-
mentto complete one level could be to remove all jelly as well
as bringing down ingredients.

Basic Rules
How to Play

If'the player tries to make a move with two candies in such
a way that no candy will be matched with at least two more of
its own colour, then the move will not be allowed and the
player will have to try to find another move.

If no moves are possible on the game board then all the
candies are reshuftled so that there will always be at least one
possible move available. If the player can’t see or find a move
to make, then the game helps the player by giving a hint. The
hintis displayed after a few seconds of inactivity and is shown
by brightening and magnifying the candies of a possible move
in a flashing animation.

Advanced Rule

Not only the match of 3 candies is allowed but matches of
more candies can also be done; see FIG. 19 for the different
possible match patterns. Matches with more than 3 candies
give more points and is something the player should try and
aim for. Different acceptable matches are:

Match of 3 in a line.

Match of four in a vertical line.

Match of four in a horizontal line.

Match of four in a 2x2 square.

Match of five in a vertical line.

Match of five in a horizontal line.

Match of five in a T-shape.

Match of five in an L-shape.

Match of 6 or more candies in a combination of 4-in-a-row,

5-in-a-row,

T- and L-shapes.

As can be noticed from the list of possible matches, no
diagonal matches are accepted. Diagonal matches and/or
swaps can be allowed in some implementations of the game.
Combos to Receive Special Elements

Matches made of four or more candies not only give more
points but also reward the player with special game elements.
The special game elements received from combos have vari-
ous positive properties and can be used to gain more points
and to easier pass a level. The elements received from difter-
ent matches are:

4-in-a-row: Striped candy

4 in a 2x2 block: Fish

L- or T-shape: Wrapped candy

5-in-a-row: Colour bomb

Ifa match is made with more than 6 candies, then it is likely
that the combo is a shape merged from 4-in-a-row, 5-in-a-row,
L-shape and T-shape. If so, there is a hierarchy of what kind
of special element is received:

If there is a merge of 4-in-a-row and an L- or T-shape, then
the special game element received will be the same as
from an L- or T-shape. L- and T-shapes give the same
special game element.

If there is a merge of 5-in-a-row and an L- or T-shape, then
the special game element received will be the same as
from a 5-in-a-row combo.
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How to Trigger Special Elements

To use the special game elements received from combos

there are two different ways:

Some of the special game elements are triggered through a
standard match with two or more candies of the same
colour as the special game element.

Some of the special game elements are triggered by swap-
ping place with any candy regardless if a match-3 is
made.

Combining Special Elements with Each Other

Special game elements received from matches can be com-
bined with each other for various positive effects affecting the
game board. Striped candies, Wrapped candies and Colour
bombs can all be matched with each other. To trigger these
combos they do not need to be matched by game elements of
the same colour but can simply be swapped with each other
for an instant trigger.
Points

The points given for different combinations and removals

of blocks are:

3-in-a-row: 60 points

4-in-a-row: 120 points

S5-in-a-row: 200 points

T-shape: 200 points

L-shape: 200 points

Break a Jelly block: 1000 points

Break a Frosting block: 20 points/per block

Break a Chocolate block: 20 points/per block

Get an ingredient to the bottom of the screen: 10 000 points

Using a special game element to remove other game ele-
ments: 60 points/per element removed

Game Elements
Standard Game Elements

In Candy Crush Saga there are 6 standard game elements
(see FIG. 15) which all look like candies:
Purple candy in the shape of a flower
Blue candy in the shape of a sphere
Green candy in the shape of a square block
Red candy in the shape of a tilted bean
Yellow candy in the shape of a drop
Orange candy in the shape of an oval
Special Game Elements

Special game elements can either be received from special
combos or from an automatic placement on the game board.
Special Game Elements Received from Combos
Striped Candy
How to Generate a Striped Candy

A Striped candy is given by matching four candies of the
same colour in a horizontal or vertical line.
Looks

The Striped candies have the same shape and colour as the
standard game elements except for that they have white ver-
tical or horizontal lines on them. The colour and the shape of
the striped candy will be the same as the candies’ which were
being matched to create it.
If'the match of four candies is done in a horizontal line then
a candy with vertical lines will be given. If a match of four
candies is done in a vertical line, then a candy with horizontal
lines will be given.
Effect

Striped candies remove a whole row or column depending
on if it was made from a vertical or horizontal combo. The
white lines on the candy indicate whether it will remove a row
or a column. To trigger a Striped candy it needs to be matched
with two more candies of the same colour.
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Striped candies removes all candies in a row or column also
if the game board is divided up in two or more areas that are
not connected. The player can this way remove candies from
areas that otherwise would be hard or impossible to find
combinations in. The impact of different game board designs
are described elsewhere in this document.

Animation when Used

When a Striped candy is being triggered, an animation
shoots out of the Striped candy following the row or column
which it is removing. The animation looks something like the
candy being stretched out and turned into lines that shoot out
together with a sparkle effect. For all candies that are being
removed, the points given for each candy will be shown in the
same colour as the candy being removed.

Wrapped Candy
How to Generate a Wrapped Candy

A Wrapped candy is given by having an L- or T-shaped
combination.
Looks

The Wrapped candies have the same shape and colour as
standard game elements but with a wrapping around them.
The colour and the shape of the Wrapped candy will be the
same as the candies’ which were being matched to create it.
Effect

The Wrapped candy is triggered by matching it with two
more candies of the same colour. The result of the trigger are
two explosions removing candies in a 3x3 square around the
Wrapped candy. The first explosion occurs instantly when the
Wrapped candy is being triggered, the second explosion
occurs after all candies from the first explosion have been
removed and replaced with new candies. If the Wrapped
candy is at the edge of the game board an explosion will
happen but there is no effect from the part of the explosion
area that is outside of the game board. When swapped with a
colour bomb, all candy in the level is destroyed.

Animation when Used

When a Wrapped candy detonates, an animation with spar-
kling effect and light circles is shown with the Wrapped candy
in the centre of the animation.

Colour Bomb
How to Generate a Colour Bomb

A Colour bomb is received when matching five candies in
a vertical or horizontal line.

Looks

The Colour ball looks like a chocolate sweet. A round ball
with multi coloured sprinkles on it.
Effect

To trigger the Colour bomb it can be swapped with any
candy, no match-3 is necessary. When the Colour bomb is
triggered, it removes all candies of the same colour as the
candy that was used to trigger it.

Animation when Used

When the Colour bomb is being used. Blue coloured light-
ning bolts shoots out from the colour bomb to all candies that
are going to be removed.

Other Special Game Elements
Mystery Candy
How to Generate a Mystery Candy

Mystery Candies are placed randomly on the game board
and do not need a special combination to appear.
Looks

The Mystery candies have an oval flattened shape which is
slightly tilted and with a question mark painted onto it. The
Mystery candy comes in the 6 standard candy colours.
Effect

To use the mystery candy it needs to be included in a
standard match-3 with candies of the same colour as the
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Mystery candy. The Mystery candy will then turn into a
random game element which could have either positive or
negative impact for the player. It could for example turn into
a Striped candy or a Colour bomb, or it could turn into
something less fortunate for example a spreading chocolate
block (see description elsewhere) or a bomb that counts down
and explodes to make the player game over.
Animation when Used

When the Mystery candies are used in a combination they
burst and turn into a random element.
Lucky Candy
How to Generate a Lucky Candy

Lucky candies are inserted on the game board automati-
cally when having selected a pre-game booster which specifi-
cally adds Lucky candies to the candy mix on the game board.
Looks

The Lucky candy looks like a flattened sphere with a white
tick mark painted on top of it. The candy comes in all the 6
standard candy colours.
Effect

To use the Lucky candy it need to be matched with two
more candies of the same colour. The Lucky candy will then
turn into a random positive game element.
Animation when Used

When the Lucky candy is being matched it looks like it is
unwrapped and behind the wrap it reveals the new game
element.
Fish
How to Generate a Fish

Fishes are placed on the game board by selecting a pre-
game booster that specifically does so. They can also be
created by creating a match of 4 candies in a 2x2 block.

Further ahead in the game the Fish can also appear ran-
domly on the game board.
Looks

The Fish looks like a candy jelly fish. It comes in the same
colours as the standard 6 candies.
Effect

The fishis used by matching it with two more candies of the
same colour. Doing so will cause the fish to swims towards a
random element on the gameboard and remove it. If there are
Jelly blocks or other blockers then the game will prioritize to
remove those before removing a candy that stands on an
empty square.
Polka Fish
How to Generate a Polka Fish

This fish is given when combining a Fish with a Striped
candy. The Striped candy and the Fish do not need to be of the
same colour. Furthermore the Polka fish will be triggered
instantly and cannot be saved for later use.
Looks

The Polka fish looks like a standard candy Fish but with the
same kind of stripes as the Striped candy.
Effect

The Polka fish turns a random candy into a vertical or
horizontal striped candy which in turn is instantly triggered
and creates a line blast effect.
Animation when Used

Inone implementation, as with the standard candy Fish and
the Wrapped Fish, the created Polka fish swims out of view
and returns with two more Polka fishes of the same colour
which then swims to the position of the candies that are to be
turned into triggered line blast elements. Having reached their
destination the Polka fishes disappear.
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Colour Changing Candy
How to Generate a Colour Changing Candy

These candies are placed automatically on the game board.
They could also be a resulting candy when having used a
mystery candy.

Looks

Like a standard candy but with a soft glow around it and an
animation of a rainbow passing by over the surface of the
candy.

Effect

The candy changes between two colours for every switch
made on the game board.
Teleporter

This is a game element that is automatically placed on a
fixed position on an edge of one of the cells in the game board.
The teleporter will typically be placed on the game board in
pairs where one of the teleporters act as an entry point for
candies falling on the game board across the cell edge where
the teleporter sits. The candy will then be introduced on the
game board where the exit point teleporter sits. So if a candy
is normally falling one way from the top of the game board to
the bottom of the game board, the teleporter can move a candy
up the game board again or to another area of the game board.

The teleporter does not fall down or take space on the area
where switching is done and it is never included in any colour
combinations.

Jelly Blocks

Jelly blocks are introduced early in the game and a typical
goal to complete a level is to remove all Jelly blocks on the
game board. Alternatively, the goal to complete a level may be
to uncover larger game objects that are positioned behind
several jelly blocks as seen in FIG. 17.

The Jelly blocks are placed behind candies and are stuck
into place. They cannot be swapped and they do not fall down
if candies below them are being removed.

To remove a Jelly block a match has to be made on top of
it. Sometimes Jelly blocks consist of two layers and then they
need two matches on top of them to be removed.

Candy Cannon

This is a visible game mechanic. In one implementation it
can indicate where liquorice, bombs, and ingredients are set
to appear.

Combining Special Game Elements

Special game elements can be combined with each other
through a simple switch. Doing so creates powerful effects
that help the player earn more points and to easier pass a level.

The different combos and effects received are:

Two Striped candies

Two Wrapped candies

One Striped and one Wrapped candy

One Wrapped candy and one Colour bomb

One Striped candy and one Colour bomb

Two Colour bombs

Two Fish
Two Striped Candies

Combining two Striped candies will trigger two simulta-
neous line blasts where one row and one column is removed
in a cross shaped way, see FIG. 24. It does not matter if the
Striped candies combined are horizontal or vertical. The col-
umn and row blasts will be initiated from the position which
the moved striped candy has been moved to.

Two Wrapped Candies

Swapping any two Wrapped candies with each other will
create a double explosion as with a standard Wrapped candy,
the difference being that the area of effect will be much larger
and remove everything in a 6x5 square area or a 5x6 square
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area depending on if the Wrapped candies are placed next to
each other horizontally or vertically.
One Striped and One Wrapped Candy

Combining any Striped candy with any Wrapped candy
will trigger 3 horizontal and 3 vertical line blast effects. The
result is three adjacent rows being removed and thereafter
three adjacent columns being removed.
One Wrapped Candy and One Colour Bomb

Combining these two will first remove all of the candies on
the gameboard. See, for example, FIG. 14 where a colour
bomb is denoted 140 and a wrapped candy adjacent it 142.
FIG. 15 illustrates the effect of swapping the colour bomb 140
with the wrapped candy 142.
One Striped Candy and One Colour Bomb

The combination of these two special candies will turn all
candies ofthe same colour as the Striped candy into randomly
vertical or horizontal Striped candies which are then instantly
triggered and fills the game board with line blasts.
Two Colour Bombs

Combining two Colour bombs will remove all game ele-
ments on the game board except if a game element is a
multi-layered blocker (see description elsewhere). If a game
element has more than one layer then one of those layers will
be removed.
Two Fish

Combing two fish causes three fish to swim out from the
position of the combination to three random locations on the
gameboard. The fishes remove the game elements at the three
position that they swim to.
Coconut Wheel and Colour Bomb

First, all candies which the game board has the most of will
be removed. After those candies have been removed, the
Coconut wheel will roll over the board and every candy it rolls
over will turn into stripes.
Coconut Wheel and Striped Candy

With this combination, the Coconut wheel will roll over the
board and turn all candies it rolls over into Striped candies that
instantly triggers.
Coconut Wheel and Wrapped Candy

With this combination, the Coconut wheel turns all candies
that it rolls over into Wrapped candies which are then
instantly triggered and explodes.
Blockers

The game implements several different kinds of so called
Blockers. Blockers are negative game elements that are in the
way for the player when wanting to make matches on differ-
ent areas of the game board. The game described herein has a
new game objective associated with a Chocolate blocker.

The Chocolate blocker not only blocks a space on the game
board but also multiplies to block even larger areas of the
game board. If a colour combination is made next to a Choco-
late blocker then no Chocolate block will multiply and that
Chocolate block will be removed. However, if a colour match
is made and is not next to a chocolate block then one of the
Chocolate blocks on the game board will multiply and
another space on the game board will be filled with a Choco-
late blocker. The space that receives a new Chocolate block
will always be adjacent to an existing Chocolate block, how-
ever, which Chocolate block on the game board it will come
from is seemingly random. If all Chocolate blocks on the
game board have been removed then no new Chocolate
blocks will appear. Chocolate blockers cannot be swapped
and change places but are stuck where they are. Chocolate
blockers can only multiply to a cell on the game board that is
occupied with a candy.
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Boosters

Novel boosters discussed herein include the colouring
candy and the Manually Operated Sidekick.
In-Game
Game Board

Part of the game board is presented to the player while
playing levels in Candy Crush Saga. The term game board
signifies the area that contains candies and other elements
such as ingredients, jelly and frosting, not the surrounding
landscape such as the score meter and the heart showing the
amount of lives left. The entire game board is not visible to a
player; instead the CPU can control the user interface to scroll
the service board to a player.

There are audio controls on the user interface used for the
music and sound effects. The amount of moves the player has
left to complete the level is shown. The current score of the
player, expressed in absolute points is presented so that the
player may follow the gameplay. The star meter, showing an
indication of how much points the player has in relation to the
pre-defined goals required for achieving a certain amount of
stars. The game board is populated with regular candies in
regular cells and or tiles. The number of lives the player has
left is shown. Both the current level of the game and a symbol
indicating what the goal of the level is are shown in relation to
the game board. The physics of a tile governs where new
candies enter onto the board when existing ones are removed.
For part of the game board (upper part in FIG. 16) new candies
are generated from the top and fall downwards as shown by
the arrows, and for the lower part in FIG. 16 candies are
generated from the bottom and move into place upwards.

The entire game board is not visible to a player: instead it
can scroll upwards or downwards depending how the game
progresses as described earlier.

Star Meter

In the most basic version, this feature serves the purpose of
letting players know their performance while playing the
game by showing which level of score they have accom-
plished. The level of score is determined by the amount of
points gathered and compared against predefined levels that
will earn the player one, two or three stars. Stars are a repre-
sentation of how well a player is performing on a level.
Achieving at least one star is required to pass a level. Achiev-
ing more than one stars indicates that a player is performing
better than the minimum required and is a factor that helps
drive engagement by making players feel more skilled. The
amount of points required to achieve one, two or three stars is
pre-defined and typically does not change for any level. How-
ever, in some implementations it is possible to have a variable
score required for different amounts of stars, for instance one
that is correlated with the average scores of all players playing
the game.

In some implementations, there are indications of the per-
formance of other players displayed during the play of a level.
This information is often based on data from previously com-
pleted levels, but it can also be related to levels that have been
attempted and failed by other players. Performance informa-
tion can for instance be derived from a social network con-
nected to the game or from databases more directly related to
the game. In some implementations, players can see the score
of other players in real-time, thus increasing the competitive
element of the game. The other players whose performance
will be displayed is sometimes chosen by the player, some-
times automatically derived from a social network of the
player, and other times it can be based on other elements, such
as the performance of all players of the game.
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In some implementations, the player can see indications of
the previous high score achieved on a level while playing it. It
is also possible that no indication of the player’s own previous
score is shown.

In some implementations, the indications of the perfor-
mance of other players are shown in relation to the score
meter. It can be both absolute and relative indications. The
indications can be in the form of pictures associated with the
players. When the player passes the score of another player or
the previous best score the player has achieved, a message can
be shown to encourage the player and denote the accomplish-
ment.

It should be understood that the invention is not limited to
using stored scores to show the performance of other players.
In one implementation, players can see the scores of other
players currently playing the same level while they are play-
ing it, making it so that the indications of other players’ scores
can be moving in real time during the play of a game.

The score comparisons presented to the player can be given
in percentages, points and when applicable other indicators,
for instance time played or number of attempts on a level.

The look of a level, as well as the overall look of the virtual
landscape, can change as the player performs better. For
instance, after achieving one star during the play ofalevel, the
digits shown when scoring points can turn into a different
colour. The lookout of the virtual landscape can become
warmer and more colourful as more stars are gained. The look
of the game can change according to other variables as well,
such as the in-game view changing depending on how many
moves are left in order to convey a sense of urgency.

The Star Meter also has other important functions. One is
that the score of friends from a social network is shown on the
meter, if there is data available. This increases competition
and incentivises players to replay levels in order to beat the
score of friends.

Another function is that the amount of stars achieved on
each level is shown next to the levels on the map view. This
gives players an overview of their overall performance in the
game. Also, in order to complete a level the player needs to
reach the amount of points needed to achieve at least one star.
Soda Crush End Game

Upon finishing a level, Candy Crush Saga may display the
words “Sugar Crush” accompanied by audio saying the
words. In one embodiment, the first thing that happens after
this display is that all special candies trigger one after another,
removing other game elements and gaining points. Secondly,
the special game elements—such as wrapped candies,
stripped candies, etc—may be placed on the gameboard in
random position and instantly triggered, removing further
game elements and gaining points. The number of game
elements placed on the board may be equal to the number of
moves that remain to the player upon completion of the level.
Candy Fish

In some game modes, players are awarded for their remain-
ing moves by a number of candy fish spawning. The fish are
proportional to the amount of remaining moves left. The fish
come from outside the game board and randomly seek out
candies, which are removed upon impact. Players receive
bonus score for when each fish hits a candy.

Wrapped Candy Transformation

In levels where the player has a limited amount of time,
there are certain candies that are marked with a ‘+5” symbol,
meaning that they give an additional 5 seconds if popped. If
any of these candies remain when the time runs out, they
transform into wrapped candies that subsequently trigger.
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Pre-Level

Before starting a level, players have to select which level to
play from the map view. The exception to this is the very first
time Candy Crush Saga is played, when level one starts
immediately. When selecting a level, the player is shown
information about the level, such as the amount of points
needed, the available boosters that can be used, the goal of the
level and also the high scores of friends who have previously
played that level.

A difference between playing a level for the first time and
playing a previously completed level is that the previous best
score of the player is displayed, together with the amount of
stars achieved. Also, the text that is telling the player what the
target goal is, in terms of points, is changed depending on how
many stars the players has achieved before. Having the game
set up in this way increases replayability by making players
focus on always improving, but not necessarily too much at a
time. Ifthe first goal presented was the one correlating to three
stars, players could feel inadequate if they get less points than
that, even if the level was completed.

The player can choose boosters that will in some way affect
the game play, before starting a level. Boosters are unlocked
and gained as the player progresses throughout the game, but
it is also possible to purchase more boosters.

It is also possible to help friends by sending them lives.
Post-Level
Completing a Level

When completing a level, the player is presented with a
screen that shows the amount of points gained, the amount of
stars achieved and the previous high scores of friends.

After the post-level screen has been closed, the player may
be presented with yet another screen related to the perfor-
mance of the just completed level.

Both the Post-level screen and the screen that shows when
a friend has been beaten present the player with an option to
share this information. The sharing part is done on a social
network to which the game is connected. By sharing infor-
mation such as which friends the player has beaten, compe-
tition is encouraged and the viralisation of the game is
increased, due to people not playing the game also being able
to see such messages.

It is possible to help friends by sending lives from this
screen as well. This can be done with a click on an icon with
a heart and letter on it, next to the friends’ names. The tick
marks indicate that the player has already sent lives to those
friends. The player may only send lives to any one friend once
within a certain period of time—for instance once per day.

Failing to Complete a Level

When failing to complete a level, a screen similar to the one
shown when completing a level is displayed. The difference is
that the screen when failing a level has a broken heart on it,
together with information stating why the level was failed.
Failing a level can happen due to a number of reasons, such as
not reaching the minimum score for one star, failing to
accomplish the goal or by a bomb exploding. The player is
informed of the reason for why he has failed the level. Under-
standing why you have failed a level increases the likelihood
that he player will try to play the level again to reach that
target for the level. If wanting to play the same level again
there is an option to do so. In one implementation the option
to replay the failed level is presented with a large and visually
significant button.
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Level Progress and Ways of Playing the Game
Ways to Play the Game

Games created using the techniques described herein can
be played locally on a player’s computer or handheld device.
The game can also be played over the Internet where the
whole game or portions are downloaded and executed on the
local machine or run on a remote computer or server. The
user’s progress in the game and results can be stored locally
and compared to the user and other players on the local
computer. The progress and results can in an alternative
embodiment be synchronised with other players, either
directly or through a server or social network or gaming
platform.

Cross-Device and Cross-Game Functionalities

Three platforms in particular are changing the way people
expect games to be played. These three platforms are growing
at the same time, and provide new input possibilities. To date,
games have not absorbed all the new input possibilities.

The first platform is Facebook. The skilled person will
understand that where Facebook is referred to in this docu-
ment, other social network platforms may be used. A Face-
book game may be a social game, a game you play with your
friends. It is rare or unthinkable to launch a game (i.e. to play
for the first time) on Facebook that is a paid game, because
people playing games on Facebook expect not to pay to
access a game. A Facebook game may be played on the
internet, after logging in to Facebook (whether automatically
or manually), such as from a personal computer.

The second platform is smartphones. Use of smartphones
is not always continuous. You may use a smartphone for 5
minutes on a bus, and then for 20 minutes on a connecting
train, for example. The use can have many starts and stops, not
like someone working at an office desk or at a home desk in a
conventional way. A smartphone can be on an iOS platform,
or on an Android platform, for example.

The third platform is tablets. A tablet can function as a
mobile device and as a non-mobile device. The tablet can be
a substitute for a personal computer. A user may want a
seamless experience between using the game on a personal
computer and on a tablet and on another mobile device. A
tablet can be on an i0S platform, or on an Android platform,
for example.

A game which works on a plurality of, such as all three of
the above platforms (or more), may provide a connected
fully-synchronized seamless experience. Hence multi-plat-
form games are important. Key criteria for multi-platform
games are: they are free, they are social, stop-start use is
possible, and seamless experience is provided. Such games
may be “played anywhere” e.g. in a mobile environment or in
a non-mobile environment. Such games may also be played
online or offline.

The game must be fun when used in a stop-start way, and
when used for even just short intervals. In an example, a game
consists of parts or levels, each of which runs for about 3
minutes, e.g. between 1 and 5 minutes. In an example, a game
is structured in levels, so that if successful in a game level,
such as by scoring a minimum score, a user can progress from
that level to the next level. In an example, a game has about
200 levels.

A game can be optimized post-launch. For example, ifit is
clear that too many users are failing to progress past a par-
ticular level, the minimum score to pass the level can be
lowered. An optimized game may be provided as an applica-
tion update from an application store. In an alternative, a
game may be optimized by a server sending a revised data file
of'scores required to pass each game level to a mobile device,
when a game state of a user is being synchronized with the



US 9,079,097 B2

25

server, wherein the application running on the device replaces
the previous file of scores stored on the device required to pass
each level with the revised file of scores required to pass each
level.

The progress of a player is also synchronised across
devices, for instance between a handheld device and a com-
puter. This is described in further detail in Appendix A. The
player can play on one platform, have the progress saved and
then continue playing seamlessly on another platform. It is
also possible for the player to play on offline devices and
having the game synchronise when a connection is available.

In some implementations, players can be rewarded for
playing the game on multiple platforms. For instance, players
active on a computer-based platform could get a bonus for
also installing the game on a handheld device.

Players can also be rewarded for playing multiple games
that are related, for instance games from the same developer.
When choosing to play a new game, the player can receive
bonuses in another game. This can be triggered by using a link
from one game to the other, or by games sharing information
between one another so that it automatically detects a player
that is playing more than one game and subsequently rewards
them.

It is also possible that games can have elements in common
that enables certain objects, for instance boosters, to be usable
in multiple games. These games can be located on the same or
on different servers. In some implementations, a booster
bought in Candy Crush Saga can be used in another game that
shares certain features with it.

One example of an implementation with synchronisation
across platforms is as follows:

A first server, for instance one hosting a social network,
with a first data store storing data relating to the state of a
game. The first server is configured to communicate with a
first plurality of devices, such as mobile phones or personal
computers, through a first application programming inter-
face, where the first plurality of devices is related to a first
computing platform.

A second server, for instance one hosting a game platform,
with a second data store storing data relating to the state of the
game. The second server is configured to communicate with
a second plurality of devices, such as mobile phones or per-
sonal computers, through a second application programming
interface, where the second plurality of devices is related to a
second computing platform.

A third server with a third data store, configured to com-
municate with the first and the second server. The three serv-
ers are configured to synchronise the three data stores in such
a way that when synchronized, the first, second and third data
store all relate to a synchronised game state.

Localisation and Updates

It is possible for implementations of the game to vary
depending on the location of the player. For instance, the
language can be adapted and translated into different lan-
guages. It can also be so that updates of the game are incor-
porated at different times in different locations, in order to
avoid interference with the times of the day that players are as
most active.

If trying to access the game online, as opposed to starting a
local version that is saved on the device, while updates are
being made, the player can be met by a message saying that
the game cannot be accessed right at that moment. Such a
message could be displayed instead of the game as a place-
holder for when the game is taken offline, for instance so that
the game can be updated with new features and software.
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Progress Over Several Levels

The game can be implemented so that a player progresses
through multiple levels of changing and typically increasing
difficulty. The user interface can present a virtual map layout
of' a game environment, displayed on the computing device
used by the game player. As the player travels through the
levels in the game, his progress is represented as a journey
along a path in the virtual map. Representing progress in this
manner provides an additional layer of engagement for play-
ers, and also opportunities for viralisation and monetisation.

The virtual map consists of stages with varying number of
levels. The user travels between levels and completes the
levels one by one along a path by playing the associated game.
When the player reaches the goal of a level, the next level is
unlocked and the player can play that level in the game. The
number of stages and levels can vary depending on the imple-
mentation. The levels can be numbered consecutively
throughout the game or they can be numbered within a stage,
it is also understood that other ways of identifying the stages
and levels can be implemented. New stages to the virtual map
12 can be added by the game designers at any time—so a
game may be launched with say 20 levels, and after a number
of weeks, there may be fifty or sixty levels present.

One way of unlocking new stages is to complete the last
level on the latest stage. The user is sometimes faced with
challenges to unlock the next stage in the virtual map.

In one implementation, traveling from one stage to another
once all the levels have been completed on that stage requires
the help of for instance three friends. The player can ask
friends for help by sending an in-game message within the
game environment or for instance through a social network
that the game is connected to. The friends can already be
playing the game and do nothave to be ‘new’ players, but they
can be friends not already on the same social network.

The player can also pay to get instant access to the locked
stage. The player can use a combination of help from friend
and payment to unlock the new stage. The cost for unlocking
can in some implementations be lowered as a fraction of the
total number of friends needed when help from some but not
all needed friends have been received.

The request for help is sent to the friend who then has the
option to accept to help. The request for help can in some
implementations be sent using the social network to which the
game is connected; an alternative implementation is to send
the request to someone external to the game (via email, text
message, instant message for instance) who has to join the
game to respond to the help request. This is one of the virali-
sation techniques implemented in this game.

In addition to the virtual map layout, there can also be other
levels or stages that are not part of the progress along the path
in the virtual map. Such stages or levels can be present in the
game associated with the virtual map at all times or can be
unlocked when the user reaches a certain in-game achieve-
ment. This in-game achievement can for instance be complet-
ing a specific level, reaching a predetermined high score (for
instance, collecting a specific number of stars when complet-
ing a level—highly skilled gameplay can win the user three
stars) or paying virtual currency to unlock the stage or level.

The map layout can be used in games connected to or
linked with a social network. It is common that the users on
such networks have avatars with for instance a photo of the
user and/or the user’s name. Such avatars can for instance also
be a sign or a figure. It is understood that there are different
implementations of showing where the user currently is on
the map. This can for instance be the latest level the user
completed, the level with the highest score or the last com-
pleted level along the traversed path.
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The user can in some embodiments be given the option to
select which users should be shown on the virtual map. The
users to choose from can be friends on a social network, or the
user can get suggestions to show friends which meet a certain
criteria, for instance friends which the player has interacted
with the most in the past or friends living in the same geo-
graphic area as the player. The user can get the option to
choose from other people not being friends on the social
network, but that meet other certain criteria.

The user can play any of the unlocked levels on the map, so
the user can go back and replay already completed levels to
get a better score or beat friends’ high scores.

The player is in some implementations of the game
rewarded for good gameplay of a level, for instance reaching
a target score. In some implementations the user has to reach
a certain number of points to complete a level, reaching this
target score can be represented with a symbol such as a star. In
one implementation a star is lit when the user reaches a certain
number of points in a level. The user can earn more than one
star on each level and the levels are re-playable to get a higher
score.

The player’s total number of stars collected in the game can
in some embodiments unlock features. The unlocked features
can for instance be power-ups, in-game currency or bonus
levels.

The symbol representing how well the user has played on
each level can be displayed alongside the level on the map.

It the game is connected to a social network or the user has
connected with other players in the game, the levels will
present a leaderboard showing who among the user’s connec-
tions has the highest score. There can in some embodiments
be a notification 11 shown on the map if the user that has the
highest score among the friends connected to the game.

The type of game mode or game goals for a level can be
displayed on the map as a symbol.

Animations and Interactions on the Virtual Map

The landscape of the virtual map will typically have ani-
mated sequences which give a feeling of the map being alive
and dynamic. For example, trees on the map can sway in the
wind, animals can move around and the player progressing
from one level to another can be accompanied by an anima-
tion of a player-associated character moving on the map.

In some implementations, it is possible for the player to
interact with objects on the map in such a way that animations
are triggered. For instance, clicking on a bird can make it fly
into the air and hovering over water can make waves appear.

It is also possible to have any combination of a map that is
static but reacts to player input, a static map that does not react
to player input, a dynamic map that reacts to player input and
a dynamic map that does not react to player input.

Head to Head Tournaments

The game can also be implemented to be played with a
limited time or limited number of moves or both over a
consecutive set of levels. The score can be collected over the
several levels to give the player a score for all the levels
completed.

The player can in some implementations play the game in
head to head tournaments against one or several other players.
The player with the highest collective score over the number
oflevels will be the winner in the tournament. In some imple-
mentations the tournaments are played with real time com-
parisons of players’ scores, in other implementations the
scores of players are compared after finishing a level.

The game can also be played in tournaments with jackpots
where the player plays the same level where the same types of
game clements are used.

10

20

25

35

40

45

28

The game can also be played in an elimination competition
against other players.
Rewards and Bonuses

The game can have schemes for giving rewards and
bonuses to players. One reason for giving out rewards is to
increase player engagement, and to some extent to help with
monetisation. Players can for instance be rewarded for play-
ing multiple days in a row, something that awards persistence
and dedication. In other implementations, there is a daily
bonus available that is gained by every player playing the
game online during that day, or to players passing a certain
secret location during that day. By giving players samples of
existing boosters, they are given a free preview of purchasable
items that potentially can lead to sales in the long run, which
helps monetise the game.

Virtual Landscape

The virtual landscape of Candy Crush Saga is presented to
the player in between levels. This is also referred to as the
‘map view’ and the ‘virtual map’ within this document. The
player travels along a virtual path as more levels are com-
pleted in the game, which gives the feel of moving forward.
Total Looks

The looks of the map view is in the style of a physical
foldable game board such as one commonly used for board
games. However, since Candy Crush Saga is not a physical
board game but a virtual one, the board is much larger than
what can be displayed in a single screen. The player can at any
time, while in the map view, look at all available levels and
also scroll through the entirety of the map board. Having such
a style gives a strong feeling of actually progressing forward
in the game as more levels become unlocked.

Navigation

When navigating on a map in a game, it is sometimes
difficult to find desired spot or area of the map if the map is,
for example, too large. As mentioned earlier, the levels of the
game may be grouped together into “stages”. In one embodi-
ment, a list of the different stages of the game may be present
in an expandable tab. By clicking on one of the stages in this
list the screen jumps to the location of this stage on the main
mayp, thereby allowing the player to rapidly navigate the main
map. In this document we refer to the expandable tab and the
mini map as the navigator.

Navigator Hidden

If the player does not need to use the navigator then it is
unnecessary for it to take up precious screen space. Therefore,
in one implementation the navigator is only in full view when
the player needs it; the rest of the time it is hidden with only
a small part of it showing. Clicking on this small part will
expand the navigator and let the player use it. Clicking on the
same part again will once more hide the navigator. In one
implementation, when the navigator is hidden, a small tab is
placed at the bottom right edge of the screen which will in turn
expand the navigator when clicked on.

In one implementation, if the player for example wants to
jump to the furthest reached location on the map, then there is
ahome button which will take the player there directly. Press-
ing the home button will not only take the player to the current
location but will also hide the navigator, giving the player a
full view. With the home button, the player can always find
their active location in the blink of an eye.

Another implementation may be to offer the player filter-
ing and multiple choices of where to jump on the map. There
could for example be an icon which when pressed lets the
player choose exactly which level to jump to. There could also
be an alternative to receive a list of levels the player can jump
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to which satisfy certain criteria, for example all levels with
limited moves and ingredients in them. The filter could offer
many kinds of choices.

Theme

Overall Theme

The overall theme of Candy Crush Saga lends a special
atmosphere to the game. Everything is candy-themed with
bright and warm colours used in all animations and pictures.
The words used for encouragement throughout the game,
such as ‘sweet’ and ‘delicious’, serve as an example of the
candy-theme.

Individual Areas and Level Progression

As the player progresses in the game, new areas/episodes
are unlocked. Each episode has a related story and often a
mini-theme that is present in at least some levels in the area.
Also, the same background picture is used in all levels in the
same area. When reaching a new are the background image
will change. Each episode also has a specific colour which is
used in the virtual landscape-view to show the different epi-
sodes.

The episodes all have different names, each with a candy-
theme to it for example Candy Town, Candy Factory, Lem-
onade Lake, Chocolate Mountains, Lollipop Forrest and so
on.

Within each episode there is a set of levels. The division of
levels between the episodes is not entirely linear. The first two
episodes consist of ten levels each, while episodes three and
onward each consists of 15 levels each. This makes it easier
for the player to advance in the beginning, something that can
be important for player retention and engagement.

Path

In the virtual landscape, the player follows a virtual path as
the game progresses. After completing a level, the next one
becomes unlocked and the player ‘travels’ there on the virtual
map. There is an indicator showing which level the player is
currently on; in one implementation the indicator is in the
form of an orange arrow bouncing up and down.

The virtual landscape is divided into areas, each area rep-
resenting a different episode of the game. The episodes are
also coloured differently, with one colour being used consis-
tently throughout one episode/area. The end of an episode is
marked by a special kind of obstacle that can only be passed
with the help of three friends, or through a purchase. When
passing these kinds of obstacles, there is a celebratory anima-
tion accompanying the passage to signal that the player has
progressed into a new episode of the game.

Unreached Areas

In the virtual landscape, levels that have not yet been
reached by the player are shown in a different way than levels
already accessible. There is also a difference between
unreached levels in an unlocked area and unreached levels in
areas not yet unlocked. As can be seen in areas that have not
yet been reached are greyed out. This furthers the experience
of giving players a sense of accomplishment when reaching a
new area, since it is reflected by the virtual landscape actually
changing slightly.

Collaboration Blocks

As already mentioned, there are special obstacles that
hinder the player from reaching new areas in the game. These
obstacles are ‘collaboration blocks’, which means that the
player needs to receive help from friends in order to pass.
Help from friends can be requested through a social network,
and the new area will not be unlocked until three friends
accept to help. This is a way to increase viralisation as well as
player engagement. By helping each other players get a sense
of collaboration, as well as it being a competitive element to
remind the player how far friends have come.
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It is possible to circumvent the need of having friends to
help pass into the next area by instead paying for it. The
amount that has to be paid can be reduced by having some
friends help, even if the required amount of help for passing
without paying is not reached. For example, if one friends
help the player has to pay more than if no friends help, if two
friends help a lesser amount has to be paid than if one friends
help, and if three friends help the player does not need to pay
at all.

When reaching a collaboration block, which is at the end of
each episode in the game except for the first two, the player is
prompted to select which friends to send requests to. The
friends need to have Candy Crush Saga installed in order to be
able to provide help, but it is possible to send requests to
friends who do not yet

To travel from one stage to another once all the levels have
been completed on that stage requires the help of three
friends. These friends can already be playing the game and do
not have to be ‘new’ players. However, instant access can also
be bought using a virtual currency. Friends can be asked for
help either by clicking the ‘Ask friends for help’ button, or by
the “+’ sign to the right of the buttons. Once the stage has been
unlocked with the help of the three friends, all the levels
within that stage are unlocked too.

The user can choose to request help from only selected
friends or to send a request to multiple friends. There can be
a limit to how many friends the player can send the request to
and also a limit in time before the user can send a reminder or
similar request.

The request for help is sent to the friend who then has the
option to accept to help or to decline to help. The request can
in one implementation be sent using the social network to
which the game is connected; an alternative implementation
is to send the request to someone external to the game (via
email, text message, instant message for instance) who has to
join the game to respond to the help request. This is one of the
viralisation techniques implemented in this game.

Mystery Quests

The inventions may be implemented with ways of getting
past a collaboration block other than asking friends for help
and paying for it, which are the most common ways of passing
a collaboration block. This can be done through to use of
‘Mystery Quests’, which gives the player the option of com-
pleting one or several challenges to unlock the block. Such
challenge can for instance be to play one or several past levels
with modified goals in order to pass the collaboration block,
for instance three levels—one for each of the locks.

These challenges are typically in the form of replaying a
previously completed level but with a new goal to reach, for
instance a target high score. In a typical implementation, the
score requirement is higher than it is for playing the level
regularly, and also no other goals need to be fulfilled. For
example, if the player gets to replay a level with jelly with a
new target high score, the player would not need to remove
the amount of jellies specified as long as the target score was
reached.

In a typical implementation this option to pass a collabo-
ration block in the game is available in three cases; if the
player is not connected to the Internet, if the player has not
connected the game to a social network, or if the player is not
connected to either a social network or to the Internet. If the
player is not connected to either a social network or the
Internet then the other options available for passing the block,
such as sending requests to friends, cannot be used. However,
it is possible to have this option available to users connected
to both a social network and to the Internet as well.
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It is possible to combine the ways of passing a collabora-
tion block. For instance, completing one Mystery Quest could
make it so that the player only has to request help from two
friends once a connection to a social network has been estab-
lished, or that the player does not need to pay as much for
purchasing a way through the collaboration block.

In some implementations, Mystery Quests are not tied to
specific collaboration blocks. For example, if the player
reaches a collaboration block and completes a Mystery Quest,
then connects to a social network and receives help from three
friends, the player will only have to complete two Mystery
Quests the next time that option is chosen to pass a collabo-
ration block. If the player then only completes one more
mission, and then goes on to receive help from friends or
purchase a way through, the third time a Mystery Quest is
chosen as a way to pass a collaboration block, the player only
needs to complete one level.

If the player chooses to play the mystery quest to pass the
collaboration block, the player will be taken to a screen show-
ing three symbols representing challenges to be completed, as
well as specifications regarding which level is to be played
and what score is required to pass the first challenge. In a
typical implementation, the game randomly chooses a previ-
ously completed level and increases the score required to pass
it. In other implementations, the Mystery Quest levels can be
new levels that the player has not completed before.

If the player chooses to continue with the quest, another
screen is presented, allowing the player to choose boosters.
This screen is very similar to a regular pre-level screen, with
the difference that instead of the level number it says ‘Mys-
tery Quest’, instead of three stars it shows a special padlock
indicating that it is a Mystery Quest, and a special symbol in
front of the target score to further indicate that it is a Mystery
Quest and not a regular level.

If the player chooses to play the Mystery Quest level, the
game proceeds to the game board screen and the player can
start playing. If the player fails to achieve the target score, a
pop-up shows why the player failed. In some implementa-
tions using levels previously completed as Mystery Quests,
the regular goals for completing the level are listed as a reason
for failure as well as failing the target score. However, even
though this is shown as a reason for failing the level, the
player will in a typical implementation complete the Mystery
Quest as long as the target score is achieved, even if the other
goals of the level are not. In other implementations, the player
can be required to achieve both the target score and other
goals for the Mystery Quest to be completed.

However, if the player manages to achieve the target score
on a Mystery Quest, the level will be completed. Completing
a Mystery Quest level will take the player to a post-level
screen similar to a regular post-level screen but with the same
differences as the pre-level screen. After this there will typi-
cally be an animation to signal that the player has completed
the level, such as the padlock going from being locked to
being unlocked. There can be other ways to show a post-level
screen after the animation of unlocking the padlock has been
shown.

After completing a Mystery Quest and pressing ‘Done’ on
the post-level screen, the player is typically taken back to the
main Mystery Quest screen. This screen will then show the
player the overall progress with the Mystery Quest, which in
a typical implementation consists of three levels.

In some implementations, the player needs to wait 24 hours
between completing each of the three levels of the Mystery
Quest. In other implementations, the wait time could be less
or none at all. It is also possible to use other criteria for
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accessing the next Mystery Quest, such as getting more stars
on previously completed levels.

Typically the player will use a life for each failed attempt of
clearing a Mystery Quest level, just as is the case with regular
level. It is also possible that the Mystery Quest levels do not
affect the player’s life total, or that it uses up another kind of
resource as such as boosters.

It is possible for Mystery Quests to be used for other
reasons than to pass a collaboration block. For instance, there
can be bonus levels within the game that can only be accessed
through completing Mystery Quests. In some implementa-
tions, Mystery Quests can be a way for players to earn boost-
ers in the game without having to purchase them. It is also
possible that Mystery Quests are only available at certain
times, such as between 9 PM and 10 PM each day or on
specific days.

Alternative Ways to Connect with Other Players for Help or
Other Requests

For players who are not connected to friends through a
social network, or players who are connected but only have
very small social networks, an alternative way is to connect
them to other players (if they want) and find proxies for the
social experiences that existing networks provide.

It is important to allow players who otherwise would be
stuck at a collaboration block or other social interaction tools
to also be able to progress in the game. This is important to
minimize the churn and to allow the game to be a fun expe-
rience for a larger portion of the players.

One such implementation is to drive installs of the game
using new channels—SMS, E-Mail, Twitter etc. This will
boost DAU, create engagement by creating social connec-
tions and communication channels with those connections. It
may also increase revenue by keeping players in the game.
Overall Structure

This alternative approach may be used for interaction for
instance when a player reaches a collaboration block or runs
out of lives. The game prompts player to “ask for help” from
other players based on some user derived player characteris-
tics such as location, player game experience. The player gets
a prompt to get help with a generated but editable alias and
they “send” the message. If the player’s Push Notification
(PN) settings are set to off include the requirement to turn PN
on. The client registers the player request user ID with the
server. Server generates a response granting the user request,
on a random basis, from 5 to 55 minutes from request. And
sends a PN to player. After the player has completed a single
loop—request-PN-request grant. They become capable of
receiving help requests when they launch the game.

Feature Description

When a standalone player (a player with no or only a few
‘friends’ connected to the game or to a social network)
reaches a blocker in the game, this alternative approach gives
them a way to extend their game play by asking for help.
Players will be able to select where they ask for help from,
through SMS, Email, Twitter etc.

Upon Completion of the loop, they will receive the
requested help allowing them to continue in the game.

This approach can be used for collaboration blocks, that the
player can request lives, request other help in the game. It can
also be implemented so that the player can send invitations to
the game and if the recipient will join the game then the
inviting player may get a reward.

The player that receives the request for help can click on the
link on for instance his mobile device or computer.

The recipient will be taken to the link destination where the
client device is detected and it is identified whether the player
has already installed the game on the device. This can for
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instance be done using a so called URI scheme as described
below. If the recipient does not have the game already
installed he is taken to the appropriate webpage or application
store to download or activate the game. This can for instance
be the Apple or android app stores or to the Facebook app
page. There are different options available to implement this
functionality and the identification of the device can be done
on the specific device or on the server.

The player that has sent a help request will be notified when
he has received the requested help.

Further Explanation

When a player has run out of lives or is stuck at a collabo-
ration block he or she can send a request for help via SMS.
The SMS consists of a short message describing what help is
wanted and a link. The message and link can be sent to one or
more receivers. The link contains info on who sent the
request, what the request was for and a timestamp. When the
receiver clicks the link the required help is sent. Link usage is
kept track of in the database so a link cannot be reused by the
same user. If the player does not get help within a certain time
span he or she gets help from themselves (looks like someone
helped them). This is only to reward the behaviour of asking
for things and its use is limited.

The link payload consists of:

5 bytes user ID

1 byte transport medium and request type

2 bytes arguments (timestamp for life requests, episode and
level index for collaboration blocks)

The data is then encoded in Base64, / is replaced by _
and = is replaced by empty string. The link is a normal http
link. Nothing is stored server side until the receiver clicks the
link.

Push notifications are used to close the loop and are also
limited per 24 h period. In some implementations they are not
needed for the help to get sent.

7.1 Notifications

Players can choose to be notified of certain events in a
game. The notifications may be both ‘pushed’ as well as only
available once a player logs into the game. Notifications can
be sent on both stationary computers and mobile devices,
depending on the player’s platform of choice. It is also pos-
sible to have notifications that stretch across multiple plat-
forms, for instance they can pop up on both Facebook and on
a mobile device at the same time.

‘Push technology’ and subsequently ‘push notifications’
describes communications in which transaction requests are
initiated by a publisher or central server, as opposed to ‘pull
technology’ in which the receiver or client initiates a transac-
tionrequests. Typically the player can configure in which way
push notifications should be received from a range of avail-
able options, such as:

Banners—Notifications are shown at the top of the screen
and automatically disappear after a set period of time, typi-
cally a few seconds, unless the player interacts with them.
Banner notifications can state information regarding the noti-
fication, or it can simply state which game the notification is
coming from. It is in a typical implementation possible to
interact with banner notifications, for instance by clicking on
them. Typically clicking on a banner notification will bring
the player into the game.

Alerts—Notifications require interaction from a player
before disappearing, typically they appear in the middle of the
screen.

No notifications—The player can also choose to turn of
notifications altogether.

In a typical implementation the player can choose which
events to be notified about. In some implementations, the
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player can be choose to be notified when a new Mystery Quest
is available, or when the player has full lives. In other imple-
mentations, the player can choose to be notified regarding a
variety of different events, such as the following:

When a friend passes them in the level progression.

When their score is beaten on a specific level or on any
level.

When new levels have been added to the game.

When help has been received.

When help has been requested.

When a new friend, either from a social network or from a
game platform, starts playing the game.

When they have not played for a certain period of time.

When the game has been updated.

When new games from the same developer have been
added to the application store.

When there are special offers in the in-game shop.

In a typical implementation, the player can choose to inter-

act with notifications in various ways, for example:

Silence the notification temporarily but keep it available.

Dismiss the notification entirely so that it is removed and
cannot be seen again.

Go directly to the game and start playing. This can in some
implementations be done by automatically starting a
specific level, for instance in the case a friend has beaten
the player’s score on a level or if the player has been
passed.

Directly respond to the notification, for instance if a friend
has requested help, the player can respond directly by
one click that allows them to send help without actually
going through the game interface.

In some implementations where notifications are pushed,
the player will only get the first notifications pushed, subse-
quent ones will not be seen until the player chooses to
acknowledge the first one. This is because players should not
feel irritated or overwhelmed by notifications.

Notifications can also be implemented so that they syn-
chronise across platforms. For instance, if a player has been
notified about an occurrence it can be sent to both a mobile
device and the Facebook platform, but after acknowledging
the notification on one platform it also disappears from other
platforms. Notifications can be sent in various ways, for
instance:

Email message

Message sent through a social network to which the game
is connected

Through a message sent on the game platform

Through a text message, for instance sent to a mobile
device

Phone call
Stars Next to Level Nodes

In order to give players a better overview of their progress
and overall performance in the game, Candy Crush Saga
shows the amount of stars achieved on a level adjacent to the
level node. When hovering over a level node, the stars are
instead displayed adjacent to the thumbnail.

Social Aspect
Connection to a Social Network

Games created using the invention described herein can be
connected to or linked with a social network such as Face-
book™ or Google+™ or a games platform with different
players who can interact and see each other’s progress. It is
common that the users on such networks have avatars with for
instance a photo of the user and/or the user’s name. Such
avatars can for instance also be a sign or a figure.

The social network can be located on a server that is dif-
ferent from the server on which the game is located, the game
and the social network can also be located on the same server.
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In some implementations there is a direct live connection
between the social network and the game platform that con-
tinuously synchronise them, in other implementations the
two platforms synchronise at certain intervals, such as when
the player logs into the game. The players progress when
having played in offline mode (for instance completed levels
and score), for instance if the player is travelling in a tunnel,
can be synchronized when the player is connected to the
internet.

The user and his friends’ avatars can be displayed in the
game or in relation to different levels in the game to show the
player’s progress. The avatars can also be shown in relation to
indicators of the player’s skill level or high score. In some
implementations the avatars can be derived from a social
network to which the game is connected, in other implemen-
tations they can be derived from a database related to the
game. It is possible for the avatars related to users to change
depending on the overall progress or performance in the
game. For instance, an avatar can become larger or more
visually advanced as the player plays the game for a longer
time.

The user can connect with other users of the social net-
work, either as “friends” on the social network or as “friends”
within the game environment. The player can interact with
other players he is connected to on the social network or who
are playing the same game.

The game can be implemented to synchronize game state
information and/or retrieve and connect to the social graph
information and user profile of the player on a social network.
It can also be connected to a proprietary network related to the
game or the game developer.

The game can also be implemented so that it is connected
to a plurality of social networks. The user can be given the
option to select what information that can be derived and
shared with which social network.

One example of how the game can be connected to a social
network is the Facebook™’s Open Graph API allows web-
sites and applications to draw and share information about
more objects than simply people, including photos, events,
and pages, and their relationships between each other. This
expands the social graph concept to more than just relation-
ships between individuals and instead applies it to virtual
non-human objects between individuals, as well. A game can
typically share in-game events such as that a level has been
completed, that a player has passed a friend in the game or
beaten a friend’s high score on a level. The game can also post
events, such as that a player has purchased objects in the game
or received objects from other players of the game.

High Score List

When showing the pre-level screen, players are presented
with the highscores of friends. This gives an opportunity to
know beforehand what to aim for, and is something that
increases the competitive element in the game. The informa-
tion about friends’ scores is derived from a social network
connected to which the game is connected. It is important for
further increasing the engagement and of players and to some
extent viralisation, since players are constantly being
reminded about the performance of others, which can incen-
tivise players to try harder.

In some implementations, each area in the game can have
a ‘Candy King’, meaning the player within a network of
players that has the best performance on the levels in that area.
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Friends’ and Player’s Progress Showing on Virtual Path

Another feature in the game that increases the competitive
element is that friends’ progress on the virtual map is shown.
Even if the player has not unlocked or reached the areas in
which friends are playing, their progress can still be shown by
means of a picture associated with the player being displayed
next to the level they are currently at.

It is also possible to invite new players to play the game.
These can be invited through the game platform or through a
social network to which the game is connected. In some
implementations, the game suggests which players to invite.
This suggestion can for instance be based on if the players
have played other games from the same developer, if they are
active on a social network or if they seem to like other games
in the same genre. It is also possible for the suggestions to be
based from data related to a social network, such as how often
they interact with other players or how often they log in to the
social network.

One aspect that increases the competitive element of the
game is that messages can be sent to friends, for instance
related to beating their scores or passing them in terms of
overall level progression. In some implementations, the game
prompts the player to send a message to signal that a friend
has been beaten. This message can be edited by the player, or
it can be a pre-defined version suggested by the game.

The messages can be generated on a server hosting the
game or on a server hosting a social network to which the
game is connected. Information used in the message can for
instance be derived from one of the databases to which the
game is connected or from databases related to networks to
which the game is connected.

Sending Gifts

One aspect of Candy Crush Saga that increases the virali-
sation and engagement of players is the ability to send gifts to
other players, which help them in the game. It is possible to
give certain gifts for free, such as one extra life. The option to
send free lives is available for instance through the pre-level
screen and the post-level screen. When starting the game, the
player is presented with a list of friends to send lives to.

After this screen, the player is presented with new mes-
sages. Gifts sent from other players are displayed under mes-
sages, and certain free gifts such as lives can easily be recip-
rocated.

In some implementations the game prompts players to send
lives to other players that have run out of lives. When a player
completes a level after receiving help from a friend, a ‘thank
you’-message can be sent to that friend, either automatically
or manually. This message can contain an item of value. In
some implementations the player helping another player can
get other benefits, such as special symbols or marks being
displayed next to their names. Recognition is another benefit
that can be awarded to players who help others.

In the mobile version of the game, the player is presented
with messages when logging in. Messages that are presented
can be related to the player receiving lives and friends
requesting lives. After receiving a life from a friend, the
player is asked to send a life back. If choosing to send a life
back in response, the friend who originally sent it will not get
arequest to send back yet another life. So, this chain of events
has two steps if a player starts out by sending a life without
request; step 1 is sending a life and step 2 is the recipient
sending a life back in response. If a player starts with request-
ing a life, the chain of events has three steps; step 1 is request-
ing a life, step 2 is receiving a life, step 3 is sending a life back
in response.
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Itis also possible to buy gifts in the Yeti shop and send these
to friends. Such gifts are in the form of boosters that can be
used either during a level or before a level.

Sending extra moves to a player that is stuck on a level for
a certain number of days/failed attempts.

Another way of helping friends is to send extra moves. This
is not something that is possible to do to all players at all
times, but instead certain criteria must be fulfilled. The crite-
ria are related to how long a player has been stuck on the same
level. When selecting the icon ‘Play with Friends’, a list of
friends is presented. Some of these friends will have been
stuck on a level for an extended period of time, and the player
then has an option to help these players by sending three extra
moves, free of charge. These moves are different from the
booster giving five extra moves, not only because the amount
of extra moves is lower, but also because the booster is only
usable and available on a specific level. This is a way of
facilitating the harder levels of the game by receiving help
from friends.

The game can also prompt the player to send extra moves to
friends that have been stuck on the same level for an extended
period of time. In some implementations, this period of time
is two days. In other implementations, the criteria for a player
being stuck is related to the amount of times they have tried
and failed a level. The prompting is for instance done when a
player logs onto the game. This increases engagement by
helping players when the game is particularly difficult, and
also adds a sense of collaboration and community among
players. When a player has received extra moves this is indi-
cated by a ribbon enveloping the node of the level in which the
moves can be used.

In some implementations, the player can receive help from
multiple friends. Help from multiple friends can be used at the
same time or subsequently. When a player completes a level
after receiving help from a friend, a ‘thank you’-message can
be sent to that friend. This message can have different imple-
mentations, such as the ones described in the passage above
about a thank-you message related to sending lives.

Candy Crush Saga has a storyline that runs through the
game. The main character is a little girl that goes around
helping and defeating various creatures. At the start of the
game, as well as at the start of every new episode, there are
animated sequences. These sequences tell the story of how the
girl goes around the world of Candy Crush Saga and how she
overcomes obstacles that are presented to her.

In some implementations, an area will start off as being
slightly dirty with a sad atmosphere, to become colourful and
full of love and warmth as the player progresses through the
levels. Areas become even more happy and colourful as the
player earns more stars, even on previously completed levels.
Invite Friends

The player may in some implementations select subgroups
of all available friends or filter the friends to only show the
friends that also are playing the game.

The friend selection may appear when the player is to send
requests to other player or ask for help. Exemplary imple-
mentations may include:

Send moves pop-up

Send lives pop-up

Invite friends pop-up

Other pop-ups which prompts the player to select friends

By way of example one implementation where the player
can select to filter the friends may be based on a certain
criteria such as the level of interaction the friends have had in
the past or the skill level or progress in the games. These
different criteria are illustrated with a pre-filtering in three
tabs in a pop-up window in the game. This popup window can
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be automatically initiated by the game, or requested by the
player through for instance pressing a button in the game.

The list of friends may be populated from friends of the
player that are also active in the game or only from friends on
a social network. In one implementation the default mode is
that no friends have been selected. Clicking on a friend’s
picture or name will select that friend and a tick mar may
appear to indicate that it has been selected.

Listed friends may be prioritised in the way they are shown
in the list to the player. One such criteria in which the order of
the listed friends show may be if they have paid for something
in the game. Within that group players may be higher ranked
if they have spent more money or if they have spent more
money within a specific time period. Another criteria may be
that the listed friends have been active in the game within a
certain time period or with a certain activity level. Another
criteria may be that the listed friends are ranked based on how
many total game invites they have received to date, highest
first.

Ifthe user has no friends playing the game, this tab may be
renamed ‘Friends playing other games’ and the same priori-
tisation may be applied to these game network players.

Ifthe user has no friends at all playing games according to
the filtering criteria then the tab may not appear.

The friends listed in the different tabs may be prioritised
further. The following refers to the tabs ‘all friends’ and
‘remind friends’ but the person skilled in the art will under-
stand that this may in some implementations also be applied
to other filtered groups.

Friends are prioritised in the following way:

1. Paying players within the game company’s network, in
order of CLV (customer life-time value) (highest CLV first),
then in order of the invites received to date for the current
game (highest first)

2. Non-paying players within the game company’s net-
work, in order of CLV (if CLV is >$x; highest CLV first), then
in order of invites received to date in the current game (highest
first)

3. Non-users of the game company’s network (in order of
invites received to date in the current game, highest first)

Ideally, this list should be easy to reorganise. E.g. in month
1 the focus might be on virality, so we would prioritise the
game network’s players known to be viral, but in month 2 we
might want to focus on monetisation, so we would want to
prioritise the game network’s players who spend a lot.

Prompting invitees may be stopped at some point so that
they are not being spammed. For instance, invitees who have
received >10 invites should no longer appear in the list.
Customising Friend Selection Pop-Ups

Friend selector pop-ups may be customized according to
two factors: (1) the user who sees them, and (2) the current
priorities of the game environment where it has been imple-
mented.

For example: the game team wants to push monetization,
so0 in the ‘Send moves’ pop-up the user’s friends are arranged
according to their spend, and so only friends with the highest
spend appear in the pop-up.

The standard implementation for showing popups is to
show all friends. Reasons for customizing the popups can be
several:

Increase spend (e.g. prioritise friends with high spend/

CLV)

Increase retention (e.g. prioritise inactive friends)

Increase requests sent (e.g. prioritise viral friends)

Increase CTR on notifications by improving targeting (e.g.

by increasing relevance to recipient)
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All these give the game developer an additional tool to
optimise performance of a game.

What information can be used for a typical implementa-
tion?

The players may be ranked according to a set of measures.
For example:

Spend (for example how much has this player spent on

in-game items over a period of time)

Virality (for instance how active is this player responding
to notifications, help requests and other in-game viral
effects)

Activity (for instance how active this player is playing the
game; when did the player last play or how many levels
have the player played)

These may also be combined—e.g. if the game team wants
to reactive lapsed spenders, they might want the send moves
pop-up to display each user’s friends in order of spend, but to
display only users who have been inactive for 10+ days.
Examples of Implementation in a System

There are many possible approaches. Customisation could
be approached on a game-specific basis, using only informa-
tion relating to a single game (e.g. the game could customise
pop-ups using only the game’s data): This information is
stored in the game’s own database. But customisation may be
much more powerful if it used data from across the games
company network, using data from all games. That informa-
tion is typically stored in a database.

Customisation on a game-specific basis—the server cre-
ates the user rankings based their past behaviour in the game,
and that determines which users the server sends to the client.
The client would simply display the users selected.

Customisation on a game company network basis—we
create user rankings based on information taken from a data-
base, covering all their activity within the game company
network. The rankings would be stored in a system, would be
updated at least on a daily basis, and would be available to all
games using that framework. An individual game’s servers
would pull the rankings out of the system, and determine
which users to send to the client. The client would simply
display the users selected.

Music, Sounds and Effects

Candy Crush Saga has both music and other audio effects
that are important for the overall feel of the game. All sounds
and music have the same warm feeling to them as the colours
and animations.

Sounds and Effects

Audio effects are always played as soon as something is
happening in the game whether it is due to an input from the
player or if it’s some kind of automated event. For example,
an automated event could be when the user starts the game
and a pop up appear suggesting that the player should send
gifts to friends. When this pop up appear there is a discrete
swishing sound to make the player aware that something
happened. Another automated event could be before starting
a level and a message screen shows up saying what needs to
be done to pass the level before it automatically disappears
again.

For all objects that can be interacted with in the game, there
is always either a visual notification, a sound, or both, to let
the player know that something in the interface can be inter-
acted with. For example, in one implementation there is a
shop icon that highlights, starts swinging and lets off a short
sound when the mouse is hovered over it.

The sounds played to give indication of interactable objects
are always non-disturbing sounds that the player does not
even think about are there unless someone points it out to him.
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Sounds and effects are not only there to indicate when an
interaction is possible. They are also present when something
is being or has been interacted with, for example a click on a
button would make a certain sound and sometimes change the
appearance on some of the buttons available. In one imple-
mentation a play button looks like a wrapped candy and when
pressed the wrapper on the button becomes wrinkled.

Clicking on a candy when playing a level would also give
a visual notification. In one implementation the candy would
be highlighted and so the player will know what candy has
been chosen. In another implementation a frame would
appear around the chosen candy.

When making different kinds of switches there are also
different kinds of sounds and animations connected to these.
There is one sound if the player tries to make an invalid move,
another sound for a match of three, yet another sound for a
match of four and so on. When candies are removed there is a
small animation of stars in the emptied space. This adds to the
visual feeling of the game.

The game encourages players to make good moves, and the
sounds made when generating special candies are trium-
phant-sounding and can give players a feeling of satisfaction.

Triggering special candies also have their unique sounds
and visual effects. Animations with lines and stars are shown
to emphasize how good it is to use these in the game and how
much it helps the player.

If getting a cascade of matches falling one after the other
then there is yet another sound together with a message shown
on the screen saying either ‘Delicious’, ‘Divine’, ‘Sweet’ and
‘Tasty’ depending on how many matches were made with
only one move. Together with these visual messages there is
a voice saying them out loud in order to compliment and
motivate the player and as a result adding more feeling to the
game. The same thing happens when completing a level, there
is a voice and a message saying ‘Sugar crush!’ in order to
make the player feel like a good player.

Background Music

Music is constantly played while displaying the virtual
landscape as well as when showing the game board. There can
in some implementations be different music playing in a level
compared to when viewing the virtual landscape.

Candy Crush Saga has implemented a background music
that creates a state of mind of the player that is desirable to
optimize engagement, virality and monetization.

The music is a waltz.

dance music—human body is naturally inclined to ‘dance’

along (even if just subconsciously)

strong beat falls approx. every second, feels in time with

heartbeat, adds to sense of internalising the music

the whole thing works on a subconscious level to keep the

player involved in the game—mentally/subconsciously
the player sings/dances along

first few levels: whistle

addition of ‘human’ sound is clever—adds a level of reality

to an otherwise surreal/virtual game

functions as question and answer (whistle provides the

answer/response to the opening instrumental question)
leads the player to subconsciously ‘fill in’ the answer along
with the whistle

all this, again, increases the level of absorption in the gam-

ing experience

The in-Between Level Music (i.e. on the ‘this is Your
Score’ Pages)

Weird and jarring descending passages in an unusual
mode—creates a slightly unpleasant and jittery feeling after
the contrasting happy/swinging/jolly music of the game
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play-->subconsciously makes the player speed up and get
onto the next gameplay screen where ‘normal’ tonality and
harmony resume!

The Speed of the Music in Gameplay Mode—

a waltz has three beats in a bar (ONE two three|ONE two
three|ONE two three, etc.)

although strong beat of the waltz falls every second, giving
impression of gentle calm pace, the actual beats (one,
two and three) are quite fast (i.e. three to a second)—this
speed in the music creates a pressure on the player.

so the player is really absorbed in game and music, and is
unwittingly spurred to play quickly (increasing the pres-
sure, feeling of challenge, thrill, excitement, whatever
you want to call it) because of this constant push from
the music’s tempo. Still there is a calm feeling.

The music experience is subtle, sly and effective! See for
instance the method and system described in U.S. appli-
cation Ser. No. 13/479,107 filed on 23 May 2012 and
incorporated in this document.

The system and method described herein can be imple-
mented together with a game, in which players can see their
own and also their social network friends’ game level position
on a virtual path (or other virtual world) and in which game
state information is fully synchronised across different plat-
forms, such as i0S, desktop and Android via Facebook or
other online social network, so that a player can seamlessly
stop and re-start playing the game on any of those different
platforms.

Different Devices

Some implementations of the game allows for the game to
be synchronised between different devices or platforms.

The game can for instance be played in an oftfline mode on
a handheld device using locally stored information on the
handheld device. The device can store all or some of the levels
that are available for the player to play in the game. Some of
the features in the game can be locally run on the device and
dependent on the local machine. This can for instance be that
if the game is implemented to regenerate lives after a certain
period of time, then the time can be locally decided based on
the clock on the device. In some implementations, the central
game server clock can override the local clock when the local
device has been synchronised with the server.

A game can be implemented so that the player knows if it
has synchronised the available data with the central server or
servers. This can for instance be through a coloured symbol or
a check mark that indicates that the information is up to date.

The game can also indicate if it has been able to establish a
connection with the central server for synchronisation or if for
instance the network connection is down. That the device is
offline can for instance be illustrated with a greyed out icon.
Different Platforms (FB/Google+)

The game can be implemented to synchronize game state
information and/or retrieve and connect to the social graph
information and user profile of the player on a social network
such as Facebook or Google+.

The game can also be implemented so that it is connected
to a plurality of social networks. The user can be given the
option to select what information that can be derived and
shared with which social network.

One example of how the game can be connected to a social
network is the Facebook™’s Open Graph API allows web-
sites and applications to draw and share information about
more objects than simply people, including photos, events,
and pages, and their relationships between each other. This
expands the social graph concept to more than just relation-
ships between individuals and instead applies it to virtual
non-human objects between individuals, as well. A game can
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typically share in-game events such as that a level has been
completed, that a player has passed a friend in the game or
beaten a friend’s high score on alevel. The game can also post
event such as that a player has purchased objects in the game
or received objects from other players of the game.

Features that May be Implemented Using the Inventions
Described Herein

Having Various Elements to Combine in the Game.

There are six different game elements (candies). They can
be combined in series of 3, 4 or 5 in a line, either row or a
column, in a 2x2 square, or in combinations in the shape of a
T- or L-form.

Having Game Elements with a Certain Size

The game elements have certain sizes, all similar but not
identical, making it possible to have a specific maximum
number of rows and columns with candies.

Having a Transparent Area for the Game Board.

The game board is dark, semi-transparent and placed on
top of a background picture which is tied to the story of the
game.

Having a Specific Area for Each Separate Game Element.

In the game board, each element has a square space that is
delimited by light horizontal lines and darker vertical lines.
The lines do not cover the full square, but leave a gap in all the
corners.

Adding Extra Obstacles and Difficulties to Complete a
Level

New special game elements are introduced throughout the
game to increase the difficulty. For example a layer which has
to be removed by matching a candy covered by the layer
(Jelly) or an impassable block that has to be removed by
matching candies next to it a number of times (Frosting).

Having Another Challenge for the Level.

Most levels have two separate goals, one involving certain
actions (remove jelly, get fruits to the bottom) and another
related to score. This makes for a more challenging game.

Rewarding the Player with Points for Matching Combina-
tions

The player is awarded points for each combination of at
least 3 candies, enabling high score comparisons with other
players as well as a challenge to beat oneself.

Showing What Points the Player is Earning

The amount of points gained by a combination is shown
upon completing a combination, in the same colour as the
candies used in the combination.

Getting a Certain Amount of Points for Removing a Certain
Amount of Game Elements

The score given for different combinations is not linear, but
formed in a way to encourage longer combinations and a
more thought out approach of playing the game.

Give Bonus Points in the Form of Certain ‘Schemes’ to
Player when Finishing a Level Sooner than Necessary

When a player finishes with moves left, bonus points are
awarded. These bonus points may be awarded by 1) triggering
any remaining special elements on the gameboard and ii)
randomly placing special game elements on the board and
then triggering them.

Having an Item that Removes Three Columns or Rows

There is a booster that removes three columns by turning
three candies into striped candies. This booster is in the form
of a coconut wheel.

Different Combinations of Games Elements Return Spe-
cial Game Elements

By making certain combinations of candies, special game
elements will be produced. These are formed by making
combinations of 4 candies in a row or column (striped candy)
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4 candies in a 2x2 grid (fish), 5 candies in a row or column
(colour bomb), L or T-shapes of 5 candies (bomb candy).

One Game Element that when Combined with the Same
Colour Removes all Elements in that Row or Column.

A colour bomb-candy will be produced by combining 5
candies in a row or column. This item will either remove all
candies of a certain colour (if combined with a regular candy),
or it will remove all elements on the gameboard (if combined
with a bomb candy) or it will transform all candies ofthe same
colour into striped candies that subsequently trigger (if com-
bined with a striped candy).

One Game Element Removes all Elements in a Certain
Radius

By combining 5 or 6 candies into a L.-shape or a T-shape, a
bomb candy will be produced. This removes elements in a
rectangle shape with a three-candy diameter.

Receive a Special Effect when Combining Striped Game
Elements with Each Other

It is possible to combine striped candies, when doing so
one column and one row of candies will be removed.

Receive a Special Effect when Combining a Striped Game
Element with Bomb Candy

It is possible to combine a striped candy with a bomb
candy, when doing so three columns and three rows of candies
will be removed, originating from the spot where the combi-
nation was made.

Receive a Special Effect when Combining Two Bombs

Itis possible to combine two bomb candies with each other.
When doing so a rectangle shape with a diameter of 5 candies
will be removed by each combined bomb candy.

Visualize the Effect when Combining a Striped Element
with the Flement Received from L- and T-Shapes

When combining a striped candy with a bomb candy, a
special visual animation is triggered in the form of a giant
candy moving first horizontally in both directions from the
point of origin, then vertically.

Have a Combination that Transforms Other Elements

When combining a colour bomb with a striped candy, all
other candies of that colour will also be transformed into
striped game elements that automatically trigger.

Having and Showing a Map of the Game

The player progresses through the levels of the game,
which is visually represented on a map. This gives the player
amore tangible way of seeing progress than if levels were just
represented by a number.

Having an Indicator Showing which Level the Player has
Reached

The highest level reached by a player is indicated by the
corresponding node being highlighted orange. This makes it
easy for the player to find the current level and also facilitates
the visualization of how far he has progressed.

To Show that a Level or Part of the Game is not Yet Avail-
able to Play

All available levels in Candy Crush can be viewed in the
map, even though they haven’t been unlocked. However, a
padlock symbol is shown to represent that a level is yet to be
unlocked and that it currently cannot be played.

Having an Welcoming Message Displayed at the Start of
the Game

At the start of Candy Crush the player is greeted by an
encouraging message: “Your adventure starts today! Click
here to play level 2!~
To have a Tutorial

Candy Crush offers a tutorial in the beginning of the game
to introduce the player to new concepts. Basic concepts,
possible combinations and the different game modes are
explained among other things.
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Multiple Game Modes

Different game modes makes for a more diverse game.
Candy Crush offers at least seven different game modes—
Score, Jelly, Ingredients, Orders, Time, Jelly Bear, and Lem-
onade.
To have Blocks that have to be Removed Before Objects can
Pass Through

There are game elements in Candy Crush that have to be
removed before objects can pass through the space they
occupy. These are in the form of frosting blocks and require
candies to be matched next to them a certain amount of times
before they disappear.
Giving the Player Information about a Chosen Level and the
Option to Use Extra Boosters

When selecting a level from the map-view, information
about the level is displayed together with an array of' boosters
that can be purchased and/or activated for that level. Infor-
mation include previous scores of friends and specific instruc-
tions for the current level.
To Display Friends” Highscore

The previous high score of friends can be seen before
playing alevel, while playing a level and after a level has been
played (provided that friends have played the level before).
This increases competition and gives a sense of community at
the same time.
To Give the Player the Option to Use Extra Boosters

The player can select boosters before playing a level as
well as during the play of a level. The boosters which can be
used in the two situations differ. This facilitates and adds
more depth to the game.
Share a Result with Friends

After finishing a level, the player will get feedback to how
his score relates to that of friends playing the game. An option
is given to share results with friends, possibly accompanied
by a message saying something along the lines of ‘I beat your
score’.
To Show the Player how Well a Level is being Completed

The player is provided real-time feedback in relation to the
score during play of a level. This is done by a meter being
filled, the meter having three different levels represented by
one, two and three stars respectively.
Have Aesthetic Icons for Showing Results of Finished Levels.

In the map-view, the player can see results of previously
completed levels in the form of how many stars were attained
in those levels. This makes for an easy overview of the overall
performance in the game.
Giving the Player a Maximum Amount of Life that is
Restored Over Time

The player starts with 5 lives that are used up when failing
to complete a level. These lives are then replenished with one
life every 30 minutes.
Having an Algorithm for Reshuffling and Recognizing when
there are No Possible Moves Left

Candy Crush very quickly recognizes when there are no
possible moves left. When that occurs, the candies on the
game board are re-shuffled. When re-shuffling, there will be
no combinations automatically triggering, i.e. 3 or more can-
dies are not placed adjacent to each other.
A Match 3-Game with Boosters Usable Across Different
Platforms

A match 3 switcher game, in which players can see their
own and their social network friends’ game level position on
a virtual path, in which the game is fully sync’d across dif-
ferent platforms, such as i0S, desktop and Android via Face-
book, and, in which the gameplay for each level can be
enhanced through the use of an acquired item.
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The acquired items can be synchronized across all of the
platforms where the game is played by the user.

A Match 3-Game with a Mode to Bring Down Objects

A match 3 switcher game, in which players can see their
own and their social network friends’ game level position on
a virtual path and, in which the game board contains switch-
able elements that can be matched with other switchable
elements and switchable elements that cannot be matched
with other switchable elements on the game board, where one
of'the goals for completing a level is to interact with the game
board in such a way that a predefined number of non-match-
able switchable elements are placed in any of a plurality of
predefined areas on the game board.

A Match 3-Game with Multiple Different Objectives

A match 3 game in which the player has to satisfy a plu-
rality of criteria within a limited number of moves to com-
plete the level; the criteria include at least one of the follow-
ing:

reaching a target score

removing matchable game elements to clear a path for a
non-matchable game element to get to a predefined area
on the game board

clear a predefined number of a certain type of game items
layered on the game board having a matchable game
element together with each of the layered game items,
each layered game item can be removed by removing a
matchable game element in the same position as the
layered game item.

Bring a game object (a bear in a bubble) to a predefined
level on the gameboard.

Uncover a game object (jelly bear) that occupies one or
more tiles by removing jelly blocks that overlay said
game object.

FIG. 26 illustrates an alternative implementation where
new candies fall down from the top of the game board and
then change direction to the right before starting to fall
upwards again. The arrows in FIG. 26 indicate the direction of
the falling candies.

FIG. 27 shows another alternative implementation of the
flow of falling candies; the arrows indicating the direction of
the candies

The invention claimed is:

1. A computer device having:

auser interface configured to display user actuatable game
elements and to detect user input when a user engages
with a game element, the user interface further config-
ured to display a container game element;

aprocessor configured to receive a detected user input and
on detecting a match game condition to control the user
interface to remove at least three game elements from
the display and to provide on the user interface replace-
ment user actuatable game elements, wherein the man-
ner of providing each replacement game element has a
graphical representation governed by a tile associated
with each game element, the processor further config-
ured to select a physics for each tile based on user input
atthe user interface, wherein the physics controls at least
one of (i) the direction in which it moves to replenish a
vacancy left by the removed user game elements; and (ii)
the speed at which it moves to replenish the vacancy,
wherein the container game element alters the physics of
a set of displayed tiles when a match game condition of
same elements having a matching colour with the con-
tainer element is detected.
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2. A computer device according to claim 1, wherein the
processor is configured to select the physics for each tile
based on the location on the display at which the at least three
game clements are removed.

3. A computer device according to claim 1, comprising a
graphics controller which is connected to receive information
from the processor defining the graphical representation and
to supply the graphical representation to the user interface in
the form of a video sequence based on the physics of the tile.

4. A computer device according to claim 1, wherein the
user interface is configured to display each tile with a visual
indication of its selected physics.

5. A computer device according to claim 4, wherein the
visual indication is colour.

6. A computer device according to claim 1, wherein the
user interface is configured to display a separator between
tiles of a first physics and tiles of a second physics.

7. A computer device according to claim 6, wherein tiles of
the first physics move in a direction to replenish a vacancy
downwards from an upper portion of the screen, and tiles of
the second physics move in the direction to replenish a
vacancy upwards from a lower portion of the screen.

8. A computer device according to claim 1, wherein the
selectable physics controls a direction in any orientation in
either the Cartesian or polar axes for replenishment of tiles
from an outer portion of a game board to an inner portion of
a game board.

9. A computer device according to claim 6 wherein the tiles
are arranged in rows and columns, the separator extends
laterally across the game board between two rows oftiles, and
the set of tiles whose physics is altered by llthell a container
game element is a row of tiles.

10. A computer device according to claim 1 having:

auser interface configured to display user actuatable game
elements and to detect user input when a user engages
with a game element;

a processor configured to receive a detected user input and
on detecting a match game condition to control the user
interface to remove at least three game elements from
the display and to provide on the user interface replace-
ment user actuatable game elements,

wherein the manner of providing each replacement game
element has a graphical representation governed by atile
associated with each game element, wherein each tile
has a selectable physics which controls at least one of (i)
the direction in which it moves to replenish a vacancy
left by the removed user game elements; and (ii) the
speed at which it moves to replenish the vacancy,
wherein the user interface is controlled by the processor
to sequentially apply a highlighting or shimmer effect to
sets of tiles, thereby indicating physics of the tiles.

11. A computer device according to claim 10, wherein the
tiles are arranged in rows and columns and the highlighting or
shimmer effect is sequentially applied to adjacent rows.

12. A computer device according to claim 11, wherein the
highlighting or shimmer effect is applied in a first direction in
a set of rows above a separator and not in a set of rows below
the separator.

13. A computer device according to claim 1, wherein the
number of replacement game elements is the same as the
number of game elements in the match condition.

14. A computer device according to claim 1, wherein a
game board of the game elements is generated by the proces-
sor, but only a portion of the game board is displayed to a user,
with subsequent portions of the game board being displayed
as aresult of a scrolling action displayed on the user interface.
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15. A computer implemented method of controlling a user
interface responsive to user engagement with displayed game
elements on the interface, the method comprising the follow-
ing steps implemented by a processor of a computer device;

displaying on the user interface a game board of game

elements in rows, wherein there is a visual indication of
tile physics associated with each tile in a row, wherein all
tiles in the same row have the same physics, wherein a
separator is displayed on the user interface between
adjacent rows of differing tile physics

detecting a match game condition of at least three game

elements responsive to user input;

generating replacement game elements to be displayed,

each game element associated with a tile;

selecting a physics for each tile;

adjusting the location of the separator on the game board

responsive to user input to cause container elements to
be actuated thereby increasing the number of'tiles below
the separator;

controlling a graphical representation on the user interface

of replacing the game element based on the selected tile
physics, wherein the tile physics controls at least one of
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(1) the direction in which it moves to replenish the
vacancy left by the removed game elements; and (ii) the
speed at which it moves to replenish the vacancy, and
wherein a game character is displayed on a tile having a
first kind of physics, wherein movement of that charac-
ter over the game board is affected by the tile physics of
the set of'tiles surrounding the game character, wherein
a target row is identified on the display, and wherein a
game objective is to cause the game character to move up
to the target row.

16. A method according to claim 15, wherein a portion of
the game board is displayed on the user interface, the dis-
played portion varying as a result of a scrolling action to
display different portions of the game board on the display.

17. A method according to claim 16, wherein when a first
portion of the game board is displayed on the display the
target row is not visible to a player, and wherein when a
second portion of the game board is displayed on the display
as a result of said scrolling action, the target row comes into
a view of the player.
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